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FROM IiHECDIOR 


Happy birthday! Well, to us anyway, heh. That’s 
right kids, we are offically two years old this month, as 
scary as that sounds. It's been a heck of a ride so far, and 
it's amazing just how far we've come, both in terms of the 
magazine and in the gaming community itself. VVhile I’ve 
delved into the beginnings of Game Rave in past issues, | 
thought it fitting to show you the actual roots of our birth, a 
beginning that goes back some seven years, back to 1992, 
when the summer belonged to the Consumer Electronics 
Show. 


It was at the CES where we were first inspired to 
create a video game fanzine, “we” in this case being Chris 
Megrath (“Konani” for those truly hard core Game Rave 
readers), Alan “Melon” Resendiz, and yours truly, Jason 
“Dangerboy” Dvorak. Ve were awestruck by all of the new 
games coming out, games like Teenage Mutant Ninja 
Turtles IV: Turtles in Time (which we got kicked off of 
‘cause we were taking too long) and Sonic the Hedgehog 
2, even though it was a one-stage demo. TT! was having a 
“name the hero” contest for the now-famous Air Zonk 
game, Sega had its booths filled with Sega CD demos, 
Sega VR demos, and Activators. Nintendo was shining 
brightly with Mario Paint and the super secret Street 
Fighter if announcement for the SNES. Yes, it was 
overwhelming, and later that week, at the usual gaming 
sleepover party, three little minds got the idea to do a 
fanzine. 


After playing through the latest Sega CD rentals, 
with CES memories still fresh in our minds, we began to try 
and map out a publication. We'd cover the SNES, 
Genesis, Sega CD, and Turbo Duo systems. We'd have 
reviews, codes, comics (provided by yours truly), and 
more. After breaking the legal limit on consumption of 
Mountain Dew and scarfing more Pringles than was 
humanly possible, we had a few scribbled reviews, a 
pencilied comic strip, and a cover. All we needed was a 
name. After much bickering, CD76 emerged victorious. 
Simple and effective, it seemed perfect. Happy, we put 
aside our work and enjoyed some more gaming bliss. The 
fanzine would probably have seen publication had it not 
been for a a slight set back; the next morning. 


Yes, CD76 got left in the dust as we moved on to 
other things, like our teenage years of trouble making and 


about it. 


BIRTHDAY BASH 


the like. Even though everything we had done was.-lost, | 
never let go of the idea. Flash forward to 1997. After my 
stint at and subsequent abandonment of U PLUG IN, 
Game Rave was born unto the world courtesy of the 
dynamic trio. 3 successful trial issues later, the original 
three broke apart. Chris went on to pursue motorcycle 
racing in Florida, Alan to concentrate on school, and | was 
left wondering if | really, reafly wanted to do this fanzine 
thing. Having decided yes (weil, duh), and having 
assembled a new team of recruits, all strangers at the 
time, to take on the job, Game Rave took the baby steps 
toward becoming the monthiy publication of fun that it is 
today. Game Rave’s name sake was actually coined by 
Chris, over a phone call during the first trial issue’s 
brainstorming sessions. The idea was simple; if you like a 
game, you rave about it. If you hate it, you rant about it. It 
even had a nice ring to it, so it stayed. 


Two years is an eternity in gaming time. In the 
professional magazine world, we've seen the warping and 
killing off of Ultra Game Players, the evils of a mag and a 
retailer working together, like Game Fan/Game Cave and 
Next Generation/Electronics Boutique, we've seen a mag 
die and almost stage a comeback with Game Fan, and 
we've watched imagine’s attempt at a saies catalouge, 
Game Buyer, get thankfully flushed. But little ol’ Game 
Rave is still chugging along. A friend who works in the 
industry once told me, “Jason, if you want to keep your 
gaming hobby alive, never work in the industry.” For the 
longest time, | have wanted to make Game Rave a pro- 
zine, to work in the field of my #1 love, my hobby, and my 
life, but after what he said, | got to thinking. | realized that 
if | did make Game Rave pro, it would destroy the very 
reason | created it. Game Rave is for us, for you, for every 
game player there is. We're just a bunch of guys who want 
to play games and have some fun. There’s too much 
business and work involved in a pro-zine. We want to 
Keep it down to earth. 


So take hold of your two year old baby, read it, 
enjoy it, cradle it, hug it, squeeze it, call it George, and 
than pass it on to a friend who doesn’t know about us. 
The more Rave gamers we can get, the better. With that, 
| leave you to the rest of the issue. | have a little celebrat- 
ing of my own to do, like going to pick up my present to 
myself, a new, shiny, white Dreamcast. 


2 Rave or Not 2 Rave? 
You know the answer, 


Jason Dvorak 
Editor in Chief 


Here it is, in all it’s esteemed glory. The original cover concept 
for the CD76 fanzine that never was. Reviews of Star Fox, Batman 
Returns, Act Raiser, Final Fight Sega CD, and a report on the Consumer 
Electronics Show were to have graced the issue. Check out that awful 
cover artwork, heh. Amazingly enough, there were no Mountain Dew stains 
or Pringles grease to be found, it was only slightly bent in the corners. Yes, 
that is supposed to be Guy from Final Fight... though he locks more like a 
deformed mutant than human. 

The original looseleaf reviews, complete with Alan’ s red marks 
and corrections all over them, were lost some years later. This is all that 
remains of our proverbial roots. Well, that and the nightmares we still have 


[eel 


RAVE NéWs 


- | Nintendo and Sony at $99 
= By the time you read this, N64 and 
| PSX core systems will have hit the 
— gorgeous price point of $99.95 
+ retail. The N64 Star Wars Racer 
- packs will be $129.95. 


Japan held it’s annual software 
© Wanna Work for a Plumber? 
> Nintendo of America recently 
opened job positions on their 
business side. VVhile not for kids, 


| older game players looking to the list of games shown (to save 
— check out the openings. Most are in games already released in 


the Retail and Marketing fields. America). 

© Check it out on-line at http:// 

| www.nintendo.com/corp/ 
- jobs.htmi 


were 30 games featured at the 
show, as well as the first signs of 
the 64DD games. Listed below is 


Licensee Titles 
Revolt 

Virtual Pro Wrestling 
Yako Chu (Noctiluca) I! 


7 US Soul Calibur’s Changes 
; Rumors of the US version of Soul 


fe 64 Hanafuda 
pe Caiidur getting some censoring/ On & Off Racing 
__ hacking done to it can be put to Bangaio 
7 rest. Here's the iow down on the Winback 
- changes: | Top Gear Hyper Bike 
be Daikatana 
| Not Being Changed: Viewpoint 2064 


| -The “Bounce’ is still in there for the ladies. 
= -lvy's costume will not be changed as 
| ~=rumored speculated. 
p= -All win quotes will retain their original 

| Japanese voice overs and be subtitles in 
= English (yes!!) 


V-Rally Edition 99 

Beast Wars Metals 64 

64 Wars 

Baku Bomberman 2 
Super Robot Taisen Battle 


| Changed/Removed 


= - The two art galleries that consisted of Only) 
= mostly fan art have been removed due to 
copyright problems. Rayman 2 
- Internet Support for the high scores has World League Soccer (PAL) 
Rat Attack 


= been removed. 
Destruction Derby 64 

Gauntlet Legends 

Road Rash 64 

Army Men: Sarge’s Heroes 


Paint Studio 

F-Zero X Expansion Kit 

Japan Professional Pro Tour Golf 
64 

Ultimate War 

Doshin the Giant 1 

Mr. Ide’s Mahjong 


ppacea Yul 
On August 27th - 29th, Nintendo of 


exhibition, Space World. 99. There 


Overseas Titles (Demo Purposes 


What’s interesting to note is the 
support of the 64DD. While 8 games 
doesn’t sound like much, it’s a-tot 
more support than most people have 
given it credit for. The F-Zero X 
upgrade will be interesting; it will allow 
you to design your own tracks. Now if 
you could just add more than 3 
textures to the tracks. 


The Nintendo 64DD will be released 
on December 1 in Japan, for 15,000 
yen (roughly $120-150) , the 64DD will 
include the disk drive, the N64 
modem, and an internet startup kit. 
The N64 internet service Randnet will 
begin service on the same day, you 
will be able to access the internet for 
online games, online shopping, e- 
mails, music, news and more, data 
can be saved directly onto the 64DD 
disks. 


Sort of.... 


SNK vs Capcom: Battle Card Game 
will be released in Japan for the Neo 
Geo Pocket on October ist. The 
fighting game version will follow 
shortly. 


September’s Onslaught 


This is going to be an expensive 
month. Break out the pocket books 
because there’s Final Fantasy VIII, 
Dreamcast, Star Wars: Episode 7, 
Ready to Rumble, Soul Calibur, Hydro 
Thunder, Air Force Delta, Cool 
Boarders Burn, Marvel Vs Capcom, 
Mortal Kombat Gold, Gran Turismo 
Greatest Hit WWF Attitude 64, Sony's 
re-release of over 10 Greatest Hits, 
N64’s Player’s Choice games, and 
than you have all the DC accesories 
you'll be needing. Economic Flux 
anyone? 


IGA NM E RE | V, 1E | WERS | TOP 5 GAMES 


A Well folks, Crash is, let's just say his brain has been 5 , tten ely 
fe -# taken over by Balauta mind control. He's been having To a Leraesantt ecale | latel 
gia aturn Zero o,...Tinally,... 


| Macross 7 marathons in an attempt to get through the 
Fire Bomber CDs 


entire 49 episodes of the TV series, been buying Fire 
Bomber CDs, and just about every piece of VF-19 

Sakura Taisen wall scroll 
Vacation 


merchandise he can find, including, for the first time in 
his life, building and painting models. And inbetween 

Original Bandai VF-19 
transformable toy 


Street Fighter ill: 3° Strike (Arcade) 
Street Fighter Zero 3 (Import SS) 
Jojo's Bizarre Adventure (Arcade) 
Guitar Freaks (Import PSX) _ 
Dance Dance Revolution (Arcade) 


all of this, he’s still found time to spend with his 
girffriend, who lives an hour away, clean his house, go 
grocery shopping, and meet at his regular chat. Bets | 


| on how long he can hold out? 


a NwWAM 
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Top 5 Bizarre Events This Month 

5. Someone asking if it was possibile to mod a 
Saturn to play Dreamcast games. 

4. Noticing my PC is starting to *really* crap out 
on me. 

3. Discovering Soul Calibur has no killer Namco 
CG opening. 

2. Having SNK USA screw us over with cardboard 
cases for the Neo Pocket. 

1. Realizing we really ARE 2 years old already. 


Dangerboy celebrated GR's birthday by 
rearranging his gaming rig and his 
collection, as well as finally playing through 
a few games he’d been meaning to get 
back to for some time. His quest for the 

| last six TurboGrafx games pushes on as 
he gains 2 more of the final 6 games. He'll 
find those games, even if it kills him. Now, 
| back to Soul Calibur. 


Top 5 Games 
5. Echo Night 

4. Metal Slug Pocket 

3. Street Fighter Zero 3 DC 
2. Street Fighter Zero 3 SS 
1. Soul Calibur DC 


Thefonz would like to join his fellow editors and all 
of the subscribers of Game Rave in a sonorous 
celebration of the second anniversary of this maga- 


Top 5 things that are cool when 
screamed really loud: 


Top 5 at 5 (games) 
5. Street Fighter Zero 3 


zine - which means that if we all wereto screamat | 5 “YO!” : 
one time we might be able to set a car alarm off. | 4 «eTAP BP} ATINI INI” 4. Guitar Freaks 

4. “STAR PLATINUM! 
Anyways, do your part to help celebrate this event 7 i 3 D Q t Vi 
by standing in your yard and screaming, “GAME 3. “TOLD YOU! . ragon ues 
RAVE!” as loud as you can atleastonce. Weare | 2? “GAME RAVE!” 2 Giga Wing 
not repsonsible for any consequences you may 1."THE WORLD!” 


1. Jojo’s Bizzarre Adventure 


face for that action, though, so scream with cau- 
tion. 


Top 5 phrases of the moment: 
5.) I'm sorry, I’m just not going to 
apologize 

4.) Don’t throw up on my plate, ok? 
3.) Moo 

2.) Don't throw away things you care 
about 


Trying to ween his way back into the 
school mold, Silver finds himself 
with less and less time for games. 
Three months just isn’t enough. 

_| Another year of crap looms on the 

| horizon. Hopefully that Japanese 
club will come too their 

a} senses and elect him president. 


5.) Metal Gear Solid-PSX 
4.) Power Stone-DC 

3.) Metal Slug 1st Mission-NGP 
2.) NIGHTS-Saturn 


1.) Silent Hill-PSX 


| 1.) This is MY paycheck? Are you sure? 


Hunter 6, when not slaving away at 

work, or killing of his enemies in 

some PC game, is playing 

Unjammer Lammy to death, or 

yelling back at Pat and Johnny Boy 

| |in Madden 2000. He celebrated GR’s 
|| birthday by overdosing on KFC. 


Top 5 Quotes 
. “Damn do you ever work?” 
. “Sup’ guy?” 

. “Damn, dog.” 

. “| hate work.” 
“Darkness, shaddap!” 


5. Armored Core 
4.Um Jammer Lammy 
3. Quake 2 

2. Madden 2000 

1. Soul Reaver 


=~ NOW & oO 


Top Five Things That Have Meion’s Panties in A 
Bind: 

1. The GR staffs insistence on spelling it Sou/ 
Caliber. 

2. Waiting and waiting and waiting some more for 
everyone to arrive at the Moby concert. 

3. Those annoying, vacuous, tone-deaf “Dawson’s 
Creek” rejects shilling vests in Gap ads. 

4. Being unable to crack the top 500 in the CLQ’s 
Tribes CTF Renegades ranking. 

5. Don’t ask. 


Sanity still eludes GR’s copy editor, as he’s 

agreed to work on another issue. Plenty of 

things have got his panties in a bind - see 

‘ this month’s Top Five - but he manages to 

Coming Soon get by with help from the music of 
Underworid, Snapple Green Tea with 
Lemon, and the demon monkeys inside his 

pants. Shine on, you crazy diamond. 


1. Starsiege: Tribes (PC) 

2. Street Fighter Zero 3 (Saturn) 
3. Gauntlet Legends (Arcade) 

4. Soul Calibur (DC) 

5. Omega Boost (PSX) 


CONTACT: 
e-mail: - 
List Subject as “Game Rave Letter” 


snail mail: Game Rave 


GAME KEVIEWS 


Well, after Dance Dance Revofution, 
Drum Mania, and this, the only thing leftis 
something like Orchestra Mania or maybe 
Sax Mania (and you thought Beatmania 
sounded perverted), but as long as it’s this 


IMPORT 


PlayStation a 
Y Gra 


Graphics 


good I’m not one to complain about milk- hics 
91 ing. One thing | really appreciate is the 90 
Music { scoring system, which is based on notes Music 
played rather than on perfection, mean- 85 
ing that questing for the highest scores 
necessitates taking on tough songs. Sound 
Beatmania, on the other hand, required 90 
you to be perfect, so the smart people! | Gameplay 
would choose simple songs. This new 90- 
Control | Systemisa plus. Sadly, due tothe nature} Control 
85 of the game, | must admit that the novelty 85 
wears off rather quickly, since the songs 
Enjoy- | all have guitar instrumentation. Ex- Enjoy- 
ment pected? Yes. Repetitive? Yes. Overall, ment 
92 r'd have to say that Konami should come 89 
Replay out with append discs for this quickly, be- Replay 
90 cause without them this game loses much 89 
ofits allure. Just like BM, playing the game 
Overall 


Overall requires the purchase of the specific ac- 


cessory, so be prepared to spend the ex- 
tra money for the guitars. Not that I’ve 
tried with the regular controller, but if it's 
like Beatmania, you'll be begging for the 


longneck. 


And with this, the Sega Saturn is now 
dead. Well, it is as far as I'm con- 
cerned at least. As this magazine and 
other publications have reported, the 
main rumor concerning this game is 


erica ser op gett Bj 


Graphics 


Graphics 


that it turned out to be complete crap. 
88 I'm most happy to report the contrary. 90 
Music | After comparing this to the PSX ver- Music 
89 | sion on the same TV, | can say that 
Sound | there is no loss of animations or col- 
89 ors to be found, and that the sprites in 
Gameplay this version are minutely larger. More 
~~ | imporantly, though, is the fact that this 
83 has loading time comporable to the 
Control | arcade version (which is a hair behind Control 
9] the DC version), as well as nice fea- 95 
Enjoy- | tures that one-up the PSX extra ver- Enjoy- 
— sions, such as the improved Dramatic reust 
90 Battles. Does it warrant purchase in 95 
light of the PSX and DC versions, 
Replay though? For those of you who have Replay 
90 the other 4MB games; for those of you 90 
Overall | who prefer the SS pads over the other Overall 


leading systems’; and for those of you 
who are proud Saturn owners and are 
watching the sun set for this system, 
this is your final purchase. | am proud 
to own my copy. Long live the SS. 


9] 


Dino Crisis is like getting 
your chance to remake 
Jurassic Park the way it 
shoulda been. Not just 


Graphics Graphics 


95 running from the dinos, but 85 
Music | blowin em up REAL Music 
Psd GOOD! This Survival ee 

90 Horror game has the same 85 

Gameplay| type of puzzles that RE1 Gameplay 

93 and RE2 had but not as 85 
Control | much variety with the Control 

mo weapons and the enemies. 85 
Enjoy- | You basically have 3 type Enjoy- 

| of guns and 4-5 types of < 
dinos. The scare factor artes 
isn’t as great as the RE’s 0 
but it is a worthy addition Overall 


to your library. 


8) 


COZ ©9°1-2 | 


s Konami's latest gimmick 


| The newest addition to the 


Woo woo! More music stuff 
that | can’t do! GF is 


game-and-accessory deal 
and it’s pretty fun. It’s a bit 
harder that Beatmania due to 
the strum/button press timing, 
but it’s still good. The music is 
pleasant on the ears, and yet 
again there’s nothing more 
fun than getting my ass 

kicked by Fonz as he burns 
through each set. While I'll 
probably never get the hang 
of these types of games (little 
did | realize my lack of music 
talent would hinder my video 
game playing), at least their 
still easy enough to look past 
one’s frustrations. 


PLAYERS 


Well, after a couple of delays 
and months of waiting, it's finally 
here. And well, it’s halfway 
worth the wait. While superior 
to the PSX version, as to be 


| expected of a Saturn port with 


4MB RAM support, the fact that 
it took so much longer to come 
out and wasn’t arcade perfect 
don’t make up for it. All the 
characters are selectable from 
the start, and so are all the 
modes. A great last Saturn 
purchase, but with a little sour 
taste. Oh yeah, dramatic battle 
is great!! (This really 
happened,....Karin’s hop kick 
into level 3 kick super, and at 
the same time Balrog activating 
his level 3 grab super, and 
catching Blanka just at the end 
of Karin’s super.) 


horror/survival genre of games. 
The story is great, although very 
Jurassic Park-like,and the 
atmosphere has the right 
amount of suspense and fear, it 
even has english voice acting, 
but it’s got some to be desired. 
The control works, albeit a little 


| stiffly, the voice acting is flat and 


dull, and the puzzles are too 
easy. The mixing feature, where 
you made new chemicals from 
ones that you’d found seemed 
interesting, but | didn’t take the 
time to properly figure it out, so | 
can’t say for sure how it worked. 
This is one of the games | want, 
but don’t need, and if | do get it, 
will wait for the domestic version. 


Yeeehaw! Now this is a 


1 game | can get into! This is 


Graphics 
90 
Music 
85 
Sound 
85 
| Gameplay 
90 


Control | 


Overall 


Graphics 
92 
Music 


Control 
99 
Enjoy- 
ment 
90 
Replay 
85 

Overall 


Graphics 
85 
Music 


Control 
80 
Enjoy- 
ment 
Replay 
86 


Overall 


86 


4 if there was ever a game to send off 
4 the Saturn, this is it. The culimination 

i of 4 years of excellent 2D games, near 
4 arcade perfect ports, and Capcom 

"| goodness summed up in one almost 


|{Hmm, usually Capcom is in a 


ja hyper fast paced 


oe 


Beatmania-type game, but 
with the good ol’ no-string 3 
Button Guitar of the Arcade. 
Anyone who has ever 
wanted to be a rock star can 
easily do so with this bad 
boy. Kilier tunes, kilier 
accessory, and on-screen 
animations that out do 
Beatmania make this a great 
party game. While the 
purchase point of both the 
guitar and game is pretty 
steep, if you’re a music fan, 
you'll eat this up. Highly 
recommended. 


perfect aracde translation. While not 
quite the exactness | was hoping for 
(hidden load times, hidden characters 
already selectable, and slightly-off 
voices), it's the best curtain calla 
system has ever gotten. Granted 
Capcom STILL HASN’T FIXED THAT 


| DAMN GLITCH WITH THE MISSING 


HIT DETECTION, but than since this 
is probably the last we'll ever see if it, 

| guess we might as well just take it as 
itis. The biggest, most enjoyable 
moment of this game actually comes 
from the system itself, we have our 
Street Fighter back in the hands of the 
Saturn controller. God how | have 
missed thee in my long DC playing 
sessions. If there are any companies 
reading this right now, | beg, plead, 
and implore you to build a DC pad that 
is in the exact shape of the Saturn's, 
with the one VMS slot. You'll make 
millions. Farewell Saturn, farewell. 


stealing war with SNK, now 
hey have moved on to 
Hollywood. There’s so many 
parallels to Jurassic Park that 
it makes me rather ill, but as 
the game goes, yeah it’s 
pretty damn cool. The new 3D 
version of the Resident Evil 
engine does the game 
wonders, and the control is 
just fine. The game isn’t as 
far reaching with it’s storylines 
as RE was, but than it dpesn't 
have to be. The US Version 
comes with a playable demo 
of RE3, and I’m afraid that 
Dino Crisis may get left in the 
cd case because of it (but 
only after beating DC first). 


PlayStation 


if em 
85 
Music 
80 
Sound 
90 
Gameplay | 
85 
Control 
70 
Enjoy- 
ment 
90 
Replay 
70 
Overall 


Control 
80 
Enjoy- 
ment 
90 
Replay 
fi 
Overall 


Graphics 
75 
Music 


Control 
80 
Enjoy- 
ment 
80 
Replay 
75 
Overall 


71d 


| other, and it is kinda fun, it 


| thing very quickly. The 


“Eh, what’s up doc?” This game is 
incredibly fun, annoying, addictive, 
cute, and easy enough to just be 
good. The game looks pretty 
good, with the colors and effects 
making it look much like a cartoon, 
and the music Is staright from the 
old Warner Bros. Cartoons, as with 
the sounds. The characters | 
encountered all seeemed pretty 
true to the originals, and the voices 
were preity much right on. But, 
there are a few bad things to this 
game that most of the time counter 
the good. The control is a pain, 
the rendering is diffuse and melty, 
lending to many a psychedelic 
effect, the perspectives are 
horrible, leading one to jump at the 
wrong times and meet untimely 
deaths, and the puzzles can be 
really redundant and inane. A 
good game, with its flaws, worth 
the purchase for Looney Tunes 
fans or anyone who wanted to 
Bugs to kick Daffy in the keister 


Yet another overly cute and 
addictive game to add to the 
list. This time you're a 
photographer and have to get 
pictures of pokemon to put in 
the special PKMN report some 
professor is putting together. 
So, you ride around in this little 
coal car as it crawls it’s way on 
these preset tracks in pokemon 
‘habitats’, taking pictures of 
whatever pokemon you see, 
getting graded on the pictures. 
After that, nothing. While it is a 
good chance to see many of 
the different pokemon chasing, 
hitting, burning, and doing 
whatever else they do to each 


does really suck a big one in 
the end though. 


Ugh. icc 2 has “Cut 
and Paste’ written all 
over it. This sequel 
arrives 6 months late, 
and in all honesty wasn't 
really worth the wait. The 
game tries hard to 
introduce new tech- 
niques and level 
designs, but the bad, 
bad camera angle 
problems destroy this 


rest of the package is 
average at best. Fox 
used to be on such a 
strong standing in the 
early years, what 
happened? 


Graphics 


GAME KEVIEWS 


i Warner ros. 


80 
Music 
80 
Sound 
90 
Gameplay 
88 
Control 


Overall 


19 


Graphics 
88 
Music 
70 
Sound 
82 
Gameplay 

35 
Control 
80 
Enjoy- 
ment 


Overall 


69 


Graphics 
85 
Music 
80 
Sound 
80 
Gameplay 

80 
Control 
75 
Enjoy- 
ment 
80 
Replay 
80 


Overall 


83 


i Well, | was one of the few 
jand proud that appreciated 

i the first Croc, but | just can't 
| say the same for the sequel. 


“Shhh,l’m hunting wabbits.” 
VVarner Bros. lets loose their 


a trade mascot onto the PSX, 


and the results are a mixed 
bag of carrots and crumbs. 
The graphics, while good, 
aren't done justice due to 
the fog and bad camera 
angles. Bugs and company 
look great in polygons, but 
there's a bit too much of the 
Jersey Devil syndrome with 
the slight flickering. The 
sound effects are a riot, and 
most of the voices are done 
well. The puzzles, though 
amusing, repeat too quickly 
through out the game. Rent 


this bunny before you spend 
the carrots on it. 


Ser SRE FW 


4 lll be damned! So this is where that 


beta of Yoshi's Safari 2 went! VWWhere’s 


4 my Super Scope?! PS (or as | call it, 


‘p.u’) is of the lowest ranking license 


=| type games, but yet somehow 


manages to be a big seller because of 
the Pokemon name. Here's the entire 
$50 package in a nut shell; you press 
start, you press the trigger button to 
snap photos every now and then, you 
trade them in, and repeat. That's it. No 
rumble support, no 4 Meg Ram cart 
support, no free movement, just the 
track, and your pointer. The graphics 
are great considering the subject 
matter, and the idea of trying to take a 
good photo is fun the first and second 
time around, but after you realize that 
the path is never gonna change, and 
that there’s no real reward for doing 
this, it becomes a time wasted event. 
The printable stickers was a neat 


twist, but deep down inside, you and | 


both know there could have been 
sooooeo much more done with this 
cart to make it really worthy of the 
Pokemon name. V¥hat’s next, 
Pokemon checkers? 


It’s just that; a sequel. The 
camera angles are some of 
the most frustrating you'll 
encounter (almost as bad as 
Rascals). The game still has 
it's cute over tones (which | 
liked), but it doesn’t feel as 
polished as it should be. 
While | highly recommend a 
rental on this for everyone, 
Croc fans will probably just 
go out and scoop it up. The 
game’s not a croc, but it’s 
nothing special either. 
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Hey, what do you know, A 
cartoon game that doesn't 
entirely suck. VWWB has done a fine 
job in capturing the spirit and fun 
of Bugs Bunny, but in doing so 
forgot to focus in on gameplay 
procedures and correct camera 
angles. This is standard fare run- 
and-jump type game play, but 
with Bug's own touches, like 
crawling underground and 
swapping carrots. Like my GR 
brothers, | got annoyed at the 
repeating puzzle elements and 
camera angles, but | did think the 
graphics, though somewhat plain, 
lived up to the cartoon's legacy. 
While BB is in no way a purchase 
product (unless marked down 
considerably), it’s a vaild rental 
for both kids and adults alike. 


The Game Boy games,well 
thought out, fun, and sprinkled 
with RPG elements, are 


i superior to this insult of a 


game pak. Think of all the 
possibilites you could have 
had with out these damn 
tracks. Walking through the 
forrests, climbing mountains, 
going into caves, all with your 
trusty camera. Instead, we 
have a no brainer (at all) pick- 
and-click baby version of 
Galaxian 3. The game actually 
makes a wonderful rental, but 
| can not see paying $50 for 
this. What this game lacks in 
creativity and playability, it 
makes up in cuteness. Not the 
balance I’m looking for. 


4 Hmm. I’m about the only one 
jon staff who could look past 
ithe crappy camera angles, 
and enjoy Croc 2 for the fun 


little romp that it is. While it’s 
by no means a masterpiece, 
it's not as horrible as my 
other two editors whine it to 
be. A sequel’s never gonna 
live up to the original (the 
only real exceptions being 
Street Fighter If, Metal Gear 
Solid, and Final Fantasy V/). 
The game has some good 
platform puzzles, and the 
usual assortment of power 
ups and secrets to find. | do 
hope everyone gets a 
chance to play it, becuase 
this is one of those titles that 
will dissapear into obscurity. 


ALSO KELFASED 


\|AgeTec | fee Rel Bee 


Quick, name one of the hardest shooters ever. R-Type? Correct. Now name one of the 
hardest yet graphically incredible games on the Playstation. R-type Delta? Correct! Agetec brings 
lrem’s beautiful beast to the States, and everything survived okay. This time the Bydo empire has 
three Types to worry about, as well as all new weapons and power ups. The game’s graphics are 
similiar to Einhander, but on a much higher scale. Huge explosions, large monsters and ships, and 

# lots and lots and lots and lots of bullets. The music is quite nice, nothing like humming a few bars as 
= you watch yourself die yet again in level 3. Control is tight, and the overall experience of playing 
Delta is sheer pleasure. Shooter fans need to pick this up pronto. It’s their ‘Type’ of game gahahaah 
haha ha ha eh.....eeeeh....sorry. 


PlayStation 


a BLOCK(S) Mg 

Crave's latest — in the RPG realm is heavily influenced by 
the Pokémon craze. In Jade Cocoon, you are the Cocoon 
Master Levant, who, with his newly aquired bride Mahbu, must 
go out and capture monsters to aid them in their fight against 
the evils that plague their land. The game's battle system is a 
weird cross betweem Final Fantasy 8's ‘Capture’ magic and the 
(2 already mentioned Pokémon. As you fight and weaken 

smonsters, you'll be able to ‘sooth’ them, capture them within a 
cocoon, and then raise them or combine them with other 


3 monsters to build a formidable Hedy ad 
JC's Goerke are well thought out, featuring detailed CG backgrounds and nicely textured characters. Katsuya Kondo’s character designs 


are captured almost perfectly, and the voice talent do an above average job. The game's play control is a bit out of place though, as it plays 
more like a Resident Evil-type game than an RPG. 

With all these positive things going for it, you'd imagine Jade Cocoon would be a great game and appease the masses. Unfortu- 
nately, even with all the beautiful Kondo artwork and play mechanics, JC falls short in the fun deptartment. It’s pretty boring, actually. | 
slightly dozed off mid-cinema in the beginnng, and since then | just couldn’t get myself into the game. After two hours, | retired it to my 
‘later’ pile of games to play. RPG fans will definitely want to rent this before plunking down the cash for it. It's a shame Katsuya Kondo's 
artwork had ss Usd to waste, the designs were feally nice. 


n: Soul Reaver (Tn |@.1_| 


Finally! Soul Reaver comes home to Playstations everywhere, 
and after all the wait, it’s actually worth it. Crystal Dynamics 
does Silicon Knights justice, as SR provides incredible 
graphics, excellent sound effects and voice overs, good control, 
| and play mechanics for the player. The change of engines has 
| not affected the core of the story at all, and the game is very, 

very enjoyable. However, there are two kinks in the armor. First 
off, the layout of the game’s levels doesn’t feel 100% polished. 
It is very, very easy to get lost, which will lead to frustrations 


; early on. The second is actually a big, big glitch that should 
have ber discovered and taken care off. You have the ability to move and lift rocks and stone slabs. If the slab is next to a wall/step, Kain 


2 can ‘flip’ the slab up the step to move it to a new location. However, unless the wall is the *exact* height of the slab, Kain can't lift it up. It 
Z doesn't matter if it's only a half inch off the cP ee If it ain't that one specific height, you can’t lift it! Aside from that, this is a must own. 


WV adness miRockstar \bseRR iE 


: ny -now ...we all know the N64 has a ton of trash on it, and the last tite it needs is more 
trash. Well, we gotta trailer park quality trash with this one. Let’s take a racing game, throw 
some wrestling trucks into it, have it so that you can burp (yes, | did type “burp”) while driving, 
throw in some beyond stupid commentator, and the usual blurry and foggy N64 graphics, an 
you got yourself an N64 cart. To add insult to injury, the ‘time setting’ opien is nothing more 
‘than the game throwing more black fog onto the screen. While I’m not surprised by this title's 
state of crappiness, | am more surprised to that this is actually selling somewhat. Are you N64 


guys that starved? Man hold out.../Jet Force is almost here... 


ALSO KELFASED 


Finally! August 8th was the US release day for SNK’s Neo Pocket Color. Along with 
the various shell colors for the system, SNK has released a bountiful amount of games 
for people to start their protable gaming sessions. Here are the highs and lows of the 


launch games: 


Metal Slug: First Mission: 
A must-own title, and the first game to truly show off the power of the system. This 
one player blast-a-thon has you controlling a commando as you shoot your way 
through several stages of non-stop action. Besides the standard run-and-gun 
techniques, you'll also get the chance to drive the Metal Slug tank as well as the 
Airplane Slug. The graphics are incredible, with two layers of level detail, gorgeous 
animation, and good sound effects to complement the visuals. Control is tight, but 
there is one fly in the ointment. Because the NGP only has two buttons, the option 
button must be used to swap weapons, which means no pause feature. Despite that 
little problem, MS:FM is a great game, and hopefully it the start of what will be a long 
line of killer games. 


Baseball Stars 

This is a slight letdown. The game features all the ball-bashing fun of its big brother on 
the Neo Geo, but the graphics don’t feel like Basebaif Stars. Gone are the over- 
proportioned, muscular ball players, replaced with sprites that seem like they belong in 
R.B.L Basebail. The usual options and play mechanics have been carried over, so 

_ there won’t be any problems adapting to it. If you’re looking for a good sports game, 
check this out. 


Fatal Fury: First Contact 

Terry, Andy, and Mai go pint-sized in the first fighter for the NGP. The characters and 
- backgrounds are taken from the Rea/ Bout 2 era of Fatal Fury. The game controls 

- really well, and, unlike the King of Fighters series, FF:FC is right at home with the two 
- button set up on the Pocket. The animation is fluid, and the sound effects are the 

- standard offerings. If you can’t wait for Wild Ambition on the Playstation, grab First 
Contact. 


_ Neo Turf Masters 

- Hey, SNK still holds true to the age-old requirement for a new gaming system having to 
|. have a golf game at launch. NTF plays like a cross between the Neo’s Top Player's 

| Golf and the N64’s Mario Golf. It’s easy to get into, easy to play, and a good diversion 
".. from the fighting and action games. Sports fiends should check this and Basebail 

= Stars out. 


_ Crush Roller 

Okay, here’s the deal: take Pac Man, re-shape him into a paint brush who must literally 
_ paint the town red, along with blue, green, and purple, and you get Crush Roller. Each 
stage is set up in a maze-like format, and you must cover the streets completely to 
gain access to other stages. In your way are a group of peculiar bad guys, who, 

| besides trying to smash you, will leave footprints in your work area. CR’s familar 

| gameplay willl grant it a good opening position in the game selection, but the odd 
approach to the character designs might cause people to not look past the cover. If 
you're into action puzzle games, dab a little Crush Roller onto your gaming canvas. 


King of Fighters R-2 

Butt kickin’ time on the Neo Pocket! KoF R2 is like a mini Alpha 3. You get a great 

* assortment of fighters, you get a ‘Making’ mode much like Alpha 3's World Tour Mode, 
and, coolness of coolness, you can swap data between this and the Dreamcast’s King 
| of Fighters 99 Dream Bout. R-2 features many of the characters from KoF 98, with 

- revisions of some moves to fit their new super deformed bodies, like Mai’s super huge 
» fan fatal, or Terry's leg extension on his crack shot. This is my #1 pick for the game to 
' ship one-to-one with the Pocket at the sale counter. 


' The Neo Packaging 

Okay, so with all these cool games, what could possibly have gone wrong with the 
launch? The packaging! The import Neo Pocket games come in mini versions of the 
Neo Geo cartridges’ hard plastic cases, and had an overall impressive look and feel to 
them. The US games have been bound in cardboard slip cover versions of those 
cases. Now, while this really doesn’t hinder the quality of the products themselves, it 
just irks me to no end that we in the US couldn't get the same royal treatment that our 


eastern counterparts got. Ah well. 


English/Japanese switch, meaning you can 
play most imports on the system, and they'll 
be in English! Woo woo! 


Import Time with Fonz 
Guess, good Game Rave readers, what problem is plagu- | 
| ing the import section this month? You may have figured it 
| out; another holiday, meaning that there’s jack to talk about 
> in terms of releases! Yay! How to cope? With news re- 
-, ports of games that are coming in the near future as well 
| as filling space with top 10 lists. Let the fun begin! 


© Tron Ni Kobun - Capcom - 3D Platform - PSX 

For those of you who are fans of Rockman Dash 
known here as Mega Man Legends), Capcom pro- 
| vides a spin-off game from the perspective of one 
| of its enemies. Also provided with this package is 
| a demo disc of Rockman Dash 2, so those who 
; enjoyed the first one may consider this for your 
uture play. Speaking of Rockman games on the 
PSX... 


Rockman - Capcom - 2D Platform - PSX 


That's right, boys and girls, Capcom now presents 
; you the opportunity to replay the original game that 
| has spawned more spinoffs and sequels than even 
= Aaron Spelling could possibly count. Past the nos- 
© talgic gleam of this game, though, some of you 
| might be wondering, “well, what about the rest of 
| the series?” Capcom has that question answered, 
| for over the course of the next few months, every 
| NES Rockman game (6 of them) will be re-re- 
| leased. Individually. Even more grating than that 
| news is the fact that each of these games will re- 
| quire a separate lock out code for modded sys- 
| tems. Joy of joys! There is also Pocket Station 
support with this game, but if it’s anything like it 
| was in Rival Schools 2, there’ll be nothing that us 
| = import people can do about it. 


| Air Force Delta - Konami - Flight Simulation - 
p DC 

For those of you who own a DC and want a flying 
| game (and refuse to acknowledge the existence 
of Ace Combat 3), Konami has delivered to your 
desires. With the help of the Dreamcast, you can 


airplanes through twenty combat missions. 


Marionette Handler - Mirconet - Robot War 
| Simulation - DC 

Hot off the heels of Frame Gride comes a game 
that seems to be a hybrid of that as well as other 
robotic combat games such as Virtual On and 
Carnage Heart. Program mechs to do the dirty 


now pilot an F-117A Nighthawk as well as four other , 


work with parts and machines that can be improved with 
your performace. 


Maria 2 - Axela - Psychological Thriller - PSX 
Tired of waiting for the sequel to D, among a bevy of 


other games that have the sole intent of making you 
scared? Axela provides the sequel to Maria, which is a 
three-CD saga of psychosis. Suffice to say, it’s tough to 
be scared of something you don’t understand, so this 
item would probably not be a must-buy for those with 
little Japanese knowledge. 


By The Numbers 
As reported in the July 30! issue of Gamest (#269), here 


are the top 15 arcade games, with an interesting sur- 
prise: Jojo’s Bizzarre Adventure has been knocked from 
the #1 slot! Since its release months ago, Jojo’s has 
been holding steady at the top against other titles like 
Guitar Freaks, Dance Dance 2nd Mix, and Giga Wing, 
as well as many other games that have come around, 
but it has finally succumbed to Beatmania 4th Mix. With 
Tekken Tag Tournament and Street Fighter 3 Third Strike 
sure to be in the next chart, will the decadence continue? 
Note: listing of last month’s position of the 11th through 
15th games are not given. 


Player’s Ratings 


This Last Game Company 

Month Month 

1 - Beatmania 4th Mix Konami 

2 1 Jojo's Bizzarre Adventure Capcom 

2 4 Virtual Striker 2 Version 99 Sega 

4 2 Dance Dance Revolution 2nd Mix Konami 

> rj Street Fighter Zero 3 Capcom 

6 5 Giga Wing Capcom 

f - Dance Dance Revolution 2nd Mix Link Version Konami 

8 8 The King of Fighters 98 SNK 

9 - Virtual On Oratorio Tangram Version 5.4 Sega 

10 - Street Fighter 3 2nd Impact Capcom 

11 The House of the Dead Sega 

12 Guitar Freaks Konami 

13 Paca Paca Passion Produce 

14 Battle Bakraid Eighting 

15 Gradius IV Konami 

Income 

This Last Game Company 

Month Month 

1 ~ Beatmania 4th Mix Konami 
1 Jojo’s Bizzarre Adventure Capcom 

2 4 Virtual Striker 2 Version 99 Sega 

4 ~ Dance Dance Revolution 2nd Mix Link Version Konami 

5 6 Street Fighter Zero 3 Capcom 

6 2 Guitar Freaks Konami 

7 x Dance Dance Revolution 2nd Mix Konami 

8 7 The King of Fighters '98 SNK 

9 ~ Virtual On Oratorio Tangram Version 5.4 Sega 

10 - Pop ‘N Music 2 Konami 

11 Giga Wing Capcom 

12 Street Fighter 3 2nd Impact Capcom 

13 Virtual Striker 2 Version 98 Sega 

14 Battle Bakraid Eighting 

15 Virtua Fighter 3tb Sega 


MUSIC PAVE 


Those of you who'd like to know about recent video game 
soundtracks need look no further, for here are a few reviews of 
some of the latest releases. 


Piano Pieces “SF2” -Rhapsody on a Theme of Saga Fron- 
tier 2 

I'm a sucker for piano remixes of game music, so even 
though | haven't played either Saga Frontier game, | picked 
this up knowing that the last piano CD from a Square 
game, Final Fantasy VI, is like the Holy Grail of game 
soundtracks, and was expecting similar goodness from 
this CD. My expectations were mostly fulfilled; the tracks, 
while expertly composed and played, overall lack distinct 
melodies, but are still very thorough and excellent songs 
to hear. Keep in mind, though, that the last 5 tracks are 
orchestral songs with a piano lead, so this isn’t a pure 
piano music CD. If you want a pleasant sounding CD of 
piano music, however, this more than fulfills the task. 


Street Fighter lil 3rd Strike - Fight for the Future 
If | were asked to give a one word summary of this 


soundtrack, it'd be “disappointing”. Hirokai Kondo has 
been responsible for the majority of the music in the Street 
Fighter series and its related games, and I’ve felt that his 
crowning achievement was the soundtrack to SF3 2nd 
impact, which has excellent songs all around as weil as a 
fitting common theme that is both upbeat and relaxed. 
Sadly, he had no part in the creation of this soundtrack, 
and it'd be overly polite to say that his omission is glaring. 
A few ofthe tracks, such as the Opening Theme and Char- 
acter Select music, feature rap lyrics, which might seem 
absurd, but please trust me when | say that these are the 
highlights of the CD. The rest of the music is reminiscient 
of Sireet Fighter Zero 3, only somehow even more lack- 
ing in melody and style. Even the Credit Roll song, which 
is usually the proverbial ace of spades to a soundtrack, is 
lacking in form and function. If you'd like to get an SF3 
soundtrack, do yourself a favor and put out the effort to 
find the soundtrack to 2nd Impact. 


Number Highlights 


Sakura Taisen New Vocal Collection 

No matter how disliked the game can be by anyone, it is impos- 
sible to deny that the Sakura Taisen series has excellent vocal 
music. Seemingly from nowhere, seeing as how there's no Sakura 
Taisen 3 to be found anywhere, a new Sakura vocal CD is in our 
midst, and overall it is a most welcome arrival. No CD is without 
its faults, and, sadly, even this has a few tracks which could be left 
out (Koran’s and Iris’, specifically). However, after hearing the 
first track of Sakura, Maria, and Sumire, the beautiful duet of Kanna 
and Sumire, and the end track which is a remix of the theme song 
by the remaining three ladies of the original cast (Koran, Iris, and 
Kanna), there is little question as to this CD's quality, which is 
among the best in existence. Highly recommended. 


Special- Dragon Quest Symphonic Suite Series 


Ask anyone who considers themselves fully knowledgeable of 
video game music as to which games have the best muisc over- 
all: the odds are overwhelmingly high that the majority of them will 
say Final Fantasy. However, the odds are also just as high that 
they haven't heard a note of a Dragon Quest Symphonic Suite 
CD. The music of the Dragon Quest series (known as Dragon 
Warrior in the US, and always composed by Koichi Sugiyama) 
has had its share of the spotlight in Japan but has long been 
overshadowed in America, where it seems the tendency is to as- 
sume that the most popular game has the best music (Final Fan- 
tasy Vil, Zelda 64, etc.). If you’re looking to get an excellent clas- 
sical CD of game-related music, and don't previously possess it, 
| highly recommend you acquire a Symponic Suite collection of a 
Dragon Quest game. If limited to a single choice, my recommen- 
dation would be Best Selection - Roto Suite, which features the 
best songs from Dragon Quest 7 through 3. If you'd like more, 
the next acquisitions should be Dragon Quest 6 and then Dragon 
Quest 4, simply because they have a high quantity of good songs. 
Though a few songs in each CD may be less than stellar, | will go 
on the record here as saying that | have yet to hear a Dragon 
Quest CD that | didn’t like. Below is a listing of which songs | feel 
should be heard from each CD: 


Recommendation 


1-3 (Best of Roto)Chateau Ladutorm, People, Endless World, Heavenly Fight High 
2 Pastoral - Catastrophe, Town, Requiem, My Road My Journey Low 
= Adventure, Into the Legend Low 
4 Menuet, In a Town, Wagon Wheels’ March, Sea Breeze, The End High 
5 Melody of Love, Bridal Waltz, Noble Requiem - Saint Medium 
6 Melancholy, In The Town, Ocean Waves, Eternal Lullaby High 


The reason why | classify the recommendation for Dragon Quest 2 and 3 as low is because you can get those songs with the 
Best of Roto CD and not worry about trying to find the older original Suites, which can be quite a pain. Then again, except for 
Best of Roto (since it was made about a year ago), nearly all of the Dragon Quest CDs are a pain to find, but if you put effort 
into your search the music is well worth the trouble. 


RAVE SIADIWY 


Just Pep Talk 
: =< |1 know | said | would 
‘74 H ey R j Cc ky. a7 Sy never buy or like any 


Gamedays, but this one 
ijis fun. This version features a 


Is Ricky Williams for franchise mode and play editor. It 
real? That’s the question also has music (actual music!) 


‘ ; after each TD and before each kick 
alright. Also, did Da Coach off. One other neat little feature is 


give up too much for an the ability to celebrate after each 
unproven rookie? My answers play. In the create-a-player mode, 
are yes and yes. Wiiliams is | you can make a super player. That 


oe is, a super player that has abilities 
going to be a definite impact like real NFL players. This is the 


player, playing behind a young first GD that | felt was good enough 
line that can get better. Sec- to buy, but | just can’t help knowing 
ondly, Ditka did trade too _ ~__ [Madden around the corner... 
much, perhaps saving just one | WWF Attitude | Acciaim Sports 
other pick would have helped. : — 

However, Da Coach does have | er 3 vdeo to Warzone 
an eye for talent and is staight we Stal <: The game 3 


—e carbon copy of the 
forward in his ways. After he last version. The moves are 


drafted Williams, Ditka left the . a stil impossible to do and the 
draft for the golf course. When |@ : graphics are a bit iffy. Other- 
asked why, he said, “I got my wise, entrances, arenas, and 
man, I’m done.” That’s Da : ; create-a-wrestler options are 
Coach for you. Anyway you cut — all extremely in-depth and fun. 


My main beef was that the 
fs movements, and for all the 
Just Kevin : hype this game got, it could 
have been better. 


it, this will be interesting to see 


NFL GAMEDAY 2000 1989 studios | 


Madden this year. Gameday has 


| always been a solid football game 


but it always felt like Aff Bitz. The 
graphics are there, the 
commetation is there, and you can 
run, but you can run on Madden 
this year and that’s about the only 
thing Gameday had over it. So if 
you want NFL Blitz with penalties, 
get Gameday. 


“= Hey, it’s Attitude. Hold me 
back. Well, aside from going 
completely bonkers in the 
customize department, 

WWVFA is just Warzone with better 
textures and rings. The control and 
speed are still a bit off for my tastes 
(N64’s Revenge still holds the belt), but 
the sound effects and voices are great. 
You can now create your own damn 
pay-per-view, customize your face down 
to the eye colors, label your t-shirts and 
pants, and build your own ring, building 
off of premade parts and lights. It wasn't 
worth the whole amount of hype it got, 
but it’s a solid purchase. 


MADDEN 2000 


pecies: schoo!! 
4 Yessss! This is the ultimate 
way to make Just Kevin 
happy! | could not believe that | can 
make a school, name it, apply my own 


_jshould know. Updated rosters, 
_|practice mode,and the old 
_|teams. Graphics are about the 
same but a few new animations 
with the tackling and running 
give it a little more punch. It 
-Imight be just me, but this year’s 
MAdden comes on in a more 
fresh and new way than 
_|previous versions. 


This is a must have. 


NCAA GAMEBREAKERS 2000 


All Players are Gamebreakers 
To make all players on your team gamebreakers, enter | 
the code “Beat Down” on the Easter Eggs menu. 


intendo rips off Hot Shots 
Golf, but with more players ro 
. and the graphics of Mario 64. 

, They also have a better 

_ miniature golf course. Solid 
ameplay, decent 
eplayability. Snatch this one 
p. There won't be much this | 


Perfect Players 
To create perfect players, enter the code “Builder” on 
the Easter Eggs menu. 


Simulated Season Blow-out 
To blow every team out in a simulated season, enter 
the code “Boost” on the Easter Eggs menu. 


Undefeated Simulated Season 
| For an undefeated simultated season, enter the code 
“SC” on the Easter Eggs menu. 


| Madden 2000 


Cheat mode: 


1 Effect 

| Increased injuries 

| Large vs. small team 

| First down after twenty yards 

| No interceptions 

| Less penalties 

| Dodge City stadium 

] EA Sports stadium 

| Marshalls fantasy team 

| All 60s team 

| All’70s team 

| 1972 Raiders team 

| 1972 Steelers team 

| 1976 Patriots team 

| 1976 Raiders team 

| 1981 Chargers team 

| 1981 Dolphins team 
1985 Bears team 

1985 Dolphins team 

1986 Broncos team 

1986 Browns team 

1988 49ers team 

1988 Bengals team 

1990 Bills team 

1990 Giants team 

1995 Colts team 

1995 Steelers team 

1997 Broncos team 

1997 Packers team 


fight song, and even control the 
enrollment. | thought this was it, | had 
found my heaven. Not quite, but hey, 
heaven isn’t far away someone said. 
Anyway, this is the real deal, with 
recruiting and all the other goodies. 


Blitz 2000 [Midway | 


Blitz is back! This year's 
model comes at you with 
better graphics, more 
sound, and some 
differences between the 
systems. N64’s has less 
camera angles on the 
replays, and is a tad 
slower. It’s also gut 
wrenching hard. The PS 
version has faster 
gameplay, easier difficulty, 
and great sound. Take 
your pick. 


| Enter one of the following at the code entry screen: 


Code 
PAINFUL 
MINIME 
FIRSTIS20 
EXPRESSBALL 
REFISBLIND 
WILDWEST 
ITSINTHEGAME 
COWBOYS 
MOJOBABY 
LOVEBEADS 
GETMEADOCTOR 
DONTGOFOR2 
HACKCHEESE 
GAMMALIGHT 
BUILDMONKEYS 
15MOREMIN 
DOORKNOB 
CHICKIN 
BLUESCREEN 
KAMEHAMEHA 
CALLMESALLY 


PTMOMINFOGET 


SPOON 
PROFSMOOTH 
PREDATORS 
STEAMPUNK 
EARTHPEOPLE 
TUNDRA 


COVER S/ORY 


The Soul Edge. The deadliest weapon 
in the world. Actually a pair of identical swords, 
Soul Edge is acquired by the dreadful Captain 
Cervantes. This combination wreaked havoc 
throughout the Atlantic Ocean and struck fear in 
the hearts of many. However, Cervantes would 
soon be consumed by the demons that were the 
swords, and he slew his entire crew, as well as all 
the residents of his port base in Maine. With the 
bloodshed complete, Cervantes rested. Mean- 
while, the demon swords slowly began the 
preparations for the “Demon Child.” 

For the next twenty years, word of the 
swords spread throughout the world. A group of 
warriors, chosen by destiny and fate, set out on 
separate journeys in search of the Soul Edge. 
Some believed it to be the ultimate weapon, and 
some craved it for personal reasons. In the end 
their reasons mattered not, for those few who 
could actually reach the swords were felled by 
their massive power, still in Cervantes’ control. 

However, one warrior stood above the 
rest, and that was Sophitia, the sacred fighter. 
With all her might, she was able to destroy one of 
the swords, but at great cost. As the sword 
shattered, the shards of broken steel hurled 
themselves towards Sophitia in one last desperate 
attack. Wounded and unable to defend herself, 
Cervantes was about to kill her when another 
warrior rose to challenge the wicked pirate. Her 
name was Taki, the Underground Hunter. 

The two fought mercilessly, and with 
one sword gone, Cervantes was unable to 


The action heats up in September 
when Namco drops the bomb on 
September 9th, with their better- 
than-arcade port on the Dreamcast. 


withstand Taki’s attack. With her mission 
complete, she took a part of the destroyed Soul 
Edge and left with the injured Sophitia in tow. 

Arriving at the scene too late, 
Siegfried discovered Cervantes’ body, the 
remaining sword still in the dead pirate’s hand. 
He attempted to take the sword, only to recoil in 
horror as the corpse rose up, enflamed in hell 
fire. The demon who had possessed Soul Edge 
had taken control of Cervantes. The two fought 
each other hand and foot, toe to toe, sword to 
sword. When the dust settled, all that remained 
was the burnt body of the demon and the 
youthful Siegfried holding his broken sword, his 
eyes focused on the flame-consumed Soul Edge. 
He reached out towards the demon blade as if 
controlled by the spirit, which was now hungry 
for a new soul to consume and therefore 
maintain its power. 

That night, villagers on the Spanish 
seashore played audience to a brilliant and 
mysteriously beautiful sight. An eerie, lumimous 
column of white light shot through the clouds 
and began to spread all over the sky. 

Little did they know they were 
witnessing the birth of a new creature... the 
Demon Child of Soul Edge. 


That’s the story line which precedes 
Soul Calibur. With their first Dreamcast 
release, Namco has once again gone above and 
beyond the call of duty. It puts every other 
fighting game to shame in terms of graphics and 
extras, despite rumors of its rushed develop- 
ment. 

The first and most obvious thing 
about Soul Calibur, and its major selling point, 
is its graphical excellence. After getting used to 
System 11/12’s PSX graphics, you'll be blown 
away by the gorgeously clean and detailed 
textures, real 3D backgrounds, brilliant lighting 
and shadow effects, and the sheer amount of 
detail put into the bells and whistles. Namco 
has put Virtua Fighter 3 to shame in so many 
ways, it makes you wonder if Sega is even going 
to bother bringing it out. 

Rather than go into a drool fest and 
waste precious paper mooning over the graphics 
(Too late, Slobber Boy. -Copy Ed.), let’s talk 
about the most loved/hated aspect of the Soul 
series: the play mechanics. 

Like 7ekken, SC runs off of a half 
tap/half motion control scheme. Most utilize 
simple button and button/direction movement 
combinations (X, X, Y or X, toward + Y), while 
the harder ones stick with Street Fighter-style 
motions, like down, down toward, toward + Y). 
This is a control set up that, while hated by over 
half of the GR staff, who are a wee bit too 
biased when it comes to their fighting games 
(Hackcough*FONZ*coughcough! - Copy Ed.), 
can still be appreciated for two reasons; a.) it’s 


Dreamcast. 


A LEGEND ETERNALLY RETOLD. 


Leave it to Namco to Formally Introduce a New System...Again! 


different, which means you need to adapt to it, and 
b.) it’s set up so that both the novice and the expert 
can enjoy the game. 

Not that I think it’s a perfect setup. It’s 
not. But when compared to other fighting games 
on the Dreamcast, it comes across as being a bit 
more diverse. A perfect example would be that it’s 
possible to simply whale on the buttons and do 
some nice combos. The same goes for Marvel Vs 
Capcom. The difference is that you have an easier 
way out of that problem in SC. Then there’s the 
matter of hit detection. Soul Calibur has a refined 
feel to it. Attacks hit where they are supposed to, 
and you have to properly block at the right height 
of the move. There is no glaring hit detection 
problem in SC like there is in Street Fighter Alpha 
3. What you have, when used properly, is a very 
well thought out juggle system, with good link-ups 
and chain combos to boot. 

In fact, that’s one of the reasons why I 
love this game. You have to work at it to be legit. 

‘ou can be cheap in any game. Street Fighter 
included. Just use roundhouses, X-ism Blanka 
(inside joke heh heh), or pick Akuma or Sakura 
and do their infinite juggles. SC and VF3 can be 
easily trounced by rapidly attacking the buttons. 
MvC can be schooled using any of the above, 
especially if you pick Strider. However, like Virtua 
Fighter 3, when the combat system is used 
effectively, you get a fluid, almost honorable fight 
system, full of counters, parries, side steps, and air 
juggles. Ask any hard-core Tekken or VF3 fan. It 
takes talent to pull off the lengthy combos in either 
game. Knightmare, an ex-editor from Game Fan, 
summed it up best in his review of Killer Instinct 
Gold: “People who criticize KI without ever having 
played it are as foolish as those who praise it 
without recognizing its faults.” (Game Fan, 
February 1997) The same is true for Soul Calibur. 
Those who haven’t actually sat down and really 
played it will never know what they are missing 
out on. 

Soul Calibur does have its faults, too. 
The main problems are with the game’s Al. Some 
characters, especially on the mid to low difficulty 
settings, will just take your abuse without 
retaliation. Inferno, the last boss, has a serious 
glitch in his Yoshimitsu mode. He’ll take a 
running charge at you, and if you side step, he’ll 
just keep running past you straight off the edge. 
Not exactly the climactic battle one would hope 
for, but then again it’s not the cheap and unfair 
double M.Bison/Vega fight that awaits you at the 
end of SFA3’s World Tour mode. 

While I'll reserve my overall final 
review for the American Soul Calibur (Id like to 
know what is going on in Edge Master Mode), I 
will go on record and say that Namco has done 
enough to pull this hardened Street Fighter fan 
away from his copy of Alpha 3, and has shown me 


that there really is promise in 3D fighting games. 


RANTING ana RAVING 


Hype Springs Eternal 


Somewhere in between the Tappen... excuse me, Tekken games, 
Namco released a game called Soul Edge which a few people played here 
and there, and some even enjoyed. With the Playstation version, it gathered 
something of a cult following, most of whom left for other games such as 
Square’s Bushido Blade. However, the game did get enough of an audience 
that Namco felt justified in making a sequel: Soul Calibur. 

| speak for many people when | say that the first and lasting im- 
pression of Soul Calibur was that it was Soul Edge with more polygons anda 
slightly different roster. Granted, it did have a new movement system and 
more dial-a-move abilities for the characters, but overall it was more of the 
same thing. The game came out in Japanese arcades at about the same 
time as Street Fighter Zero 3 and The King of Fighters 98, and was deserv- 
edly trounced. After a few months of stagnating in the arcades abroad and 
faring slightly better here (probably because it was played so infrequently 
that it was one of the few working machines in an American arcade), the 
Dreamcast is granted the first (and possibly only) home conversion of the 
game. 

With this home conversion comes a few surprises, the primary 
one being that Namco has decided to convert one of their games for use on 
a Sega home system. Anyone who knows anything about the relationship 
between Sega and Namco knows that a single word, “hatred,” summarizes it 
nicely, so this announcement alone raised more than a few eyebrows. in 
keeping with Namco’s reputation for home conversions, the DC verison of 
Soul Calibur features graphical improvements as well as many extra modes 
of play, among other additions and improvements. This would certainly make 
it seem that Soul Calibur is the dawn of a new age, correct? 

Sadly, Namco forgot to improve upon one thing in Souf Calibur, 
they forgot to make the game interesting. Despite reversals, despite differ- 
ent fighting stances, despite the eight-way run system, the game is still a 
button mashing tap-fest that tries its damndest but falls flat on its face in its 
attempt to present interesting characters or anything else memorable. What 
do! mean by memorable? In most Capcom and SNK games, the characters 
are given things which have no bearing on the gameplay itself but are there 
anyway: taunts, win quotes, specific introductions against certain opponents, 
introductions in general, win poses, etc. Though all of these things mean 
nothing in terms of gameplay, they are seen anyways and make a lasting 
impression in the player’s mind and establish who that character is and what 
they’re like or about. There is no polygonal fighter to date, made from any 
company previously mentioned or otherwise, that retains all of those fea- 
tures. The result? | find those characters serve little purpose aside from 
being punching bags with different clothes. The characters can be as flashy 
and have as “cool” a set of moves as they want; if there is nothing there to 
serve as a backbone to their personality, then what’s the point? 

As for the gameplay itself, | do have my complaints. | do not 
have the space to fully explain my reasons why, but | wholly contend that any 
fighting game with a separate block button is being completely illogical, and 
Soul Calibur possesses this failing. The eight-way run system is also a crock; 
it is a nice change to be not confined to a single line, but if you were in an 
intense combat situation with only one opponent, it would be completely 
useless to face anywhere but directly against your opponent at all times. The 
cardinal rule of most any martial art is that you never take your eyes away 
from the opponent, so why should a game that is being praised over and over 
again for its “extreme realism” allow you to break that law? 

In the end, I’m faced with feeling the same way | do about any 
game that is nearly unanimously praised as being the “perfect game,” “the 
reason to get the system,” or otherwise. | insist that no fighting game what- 
soever can truly be the perfect game, since the perfect game should be 
equally enjoyed by all persons willing to play it, a task that | forsee no fighting 
game being abie to handle. Sou! Calibur definitely looks nice, but beyond 
that I’m hard pressed for compliments to give to the game. Play it and con- 
sider your opinion before anyone else’s as to the “greatness” of Sou! Calibur. 
I'm confident that there will be some of you who agree with me that Soul 
Calibur does not usher in the new era of fighting game greatness. 


THE RANT so treronz 


THE KAVE 


Dangerboy 


COVER STORY 


J 2 PlayStation 


Everybody Waitk the Dinosuar 


Remember watching Jurassic Park and saying to yourself, “If | was in that 
situation | wouldn't make all those stupid mistakes that those guys did in the movie.” Well now 
there’s a take home kit all your own! Yes you too can dodge raptors and outrun a T-rex and 
other various dinos. Capcom's newest survival horror game Dino Crisis gives you the 
opportunity to brave an almost identical scenario. 

This game pretty much plays like Resident Evil except you no longer 
have a choice in the character you choose to play as. You are Regina, a member of a special 
rescue squad. You start off knowing very little of what had just happened on the remote island. 
However, you quickly realize the reason your there...dinosaurs everywhere! Your mission is to 
try to find the members of the previous rescue squad and any other survivors. So with a 9mm 
in hand you take on the task. 

The gameplay pretty much consists of the same type of tasks as the RE games. 
Basically it’s a balance of strategically using the right weapons at the right time while conserv- 
ing as much ammo and health as you can. Another remnant of the RE gameplay is the use of 
puzzles. There are numerous puzzies throughout the game, some incredibly easy, others not 
so, but not too difficult either. 

The visuals to this game are a combination of RE and Silent Hill. Some back- 
grounds are pre-rendered while others are full 3D environments with nice moving camera 
work. The characters are also well rendered. Regina as well as Gale and Rick all have great 
costumes, not to mention that the motion capture is really quite realistic. The dinosaurs look 
as though they took them straight from the JP movies. They all move and sound pretty much 
like they do in JP. 

The audio is pretty much on par with Capcom’c other games. It's beautiful. All | can 
say is that this game would not be scary at all without the echoing dino footsteps or the growl 
coming from some unseen corner. The music also adds to the excitement. The movie-like 
soundtrack just emerges you that much more into the situation. 

Except for the fact that a lot of the menu was in Japanese the game was pretty easy 
too control. This time you're allowed to walk while having the gun drawn, but you can't aim up 
or down anymore. You can press the L2 or R2 button to instantly face 180 degrees and run 
away. If you had a hard time postioning yourself in RE your kinda in the same boat here. But if 
you 
liked RE than your used to it anyway! 

To truly test whether this game was a worthy successor to the RE series | played 
both simultaneously. | counted gameplay, graphics, audio, enjoyment and scare factor. All 
things considered | have to say that | think RE still remains the king of Horror games. Why? 
Well the subject matter first of all. Walking Zombies and Monsters in a dark town....yikes! 
Dinos are scary too but you basically start thinking of them as animals you gotta kill in the 
game. Not to mention that there really weren't that many different varieties of dinosaur. 
Basically it was your Raptors, the small little dinos (1kind only) , a weird looking dinosaur-sorry 
don't know my 
types to well, and then the T-Rex. 

Another reason RE is better is just from the choice of armament. In DC you only get 
the 9mm, the Shotgun, and a Grenade launcher type gun. Yes you can enhance these 
weapons but they’re still basically the same, but more powerful. | really wanted a gattling gun 
for this game. Imagine a T-Rex vs. a Gattling Gun hmmmmmm.. Oh well. think the big reason 
that | enjoyed RE more than DC is because RE just had more surprises. When | say this | 
mean the scary surprises. Remember the dogs crashing through the window all of a sudden! 
Or the arms 
grabbing you through the boarded windows! Those were moments that really didn’t happen in 
DC. Don't get me wrong, there is still a sense of fear ali throughout the game. It's just more 
tame than the one | experienced with RE. 

| know what your thinking, "Does DC have any extras?” Well the answer is...yes. 
First there are multiple endings, but that’s standard fare for now. There are also several more 
costumes for Regina each progressively revealing than the previous. The last costume you 
get is as a jungle woman. In this outfit all your weapons still function the same but look like 
bones and fish and just ridiculous stuff. The main extra is the extra mission, which is basically 
your blow away everything in site and reach your destination within a allotted amount of time 
game. 

You might think that | disliked this game, but | didn’t. It's a worthy addition to your 
collection and it is well worth your time. So put on your you huntin’ clothes and strap on your 
rifle cause there’s a huntin’ to be done tonight! 


BamBam 


RETIRED 


[swe eR 


SNkK’s Fatal Fury 3 was a turning point in the series, and has since 
' recieved much praise and scorn for it's changing of the battle system. 
| The first to changed was the alternate-plane dodging system. The 
| previous FF’s had a two layer arena, where FF3 now had a three layer, 
| with background, foreground, and center areas. The other, more 
important change, was the combo system. Until 3, FF played in the 
same way Street Fighter did, with free movement chain combos and 
links. Now though, the combos were more pre-set, like Mortal Kombat 
3. The game features 10 characters, tons of special moves, and 
interactive backgrounds, which involved tossing people into ponds, 
glass walls, and swamps. No fatalities here, kids. FF fans will want to 
scoop up the Neo versions, but should take caution with the sub-par 
Saturn Version. 


Now here’s a gamer's game! Originally known as Layer Section in Japan, Galactic 
Attack was a great overhead spaceship shooting game for the Saturn. The plot? What 
else? A super computer created by humans has decided to take care of itself and 
decides to start mass producing weapons to take the humans out of existance. 

To stop this menace, it’s up to you and a buddy to take your “RayForce” class fighters 
and blow the Computer to smithereens. 

GA features the usual great 2D graphics you find on the Saturn, with intense weapons, 
special effects, and difficulty to make your fingers numb. The game featured the lock-on 
missle icon, similar to Xevious, where you could tag enemies that were miles below you 
with lock on missles. The same principle was used in GA’s sequel, RayStorm, which was 
released on the Playstation, and on the Saturn in Japan as Layer Section ff. This game 
is usually in the bargain bin, so pick it up. It's one of the best $5-9 you'll ever spend. 


Sega released this compilation in Japan, and when it was brought over to 
America, it unfortunately didn’t get any additional US exclusives, like including 
Sonic Spinball, or any of the US commercials (the disc only has the Japanese 
ones). The disc does have Sonic 1, 2, 3, Sonic And Knuckles, Sonic 2 Extra, 
and Sonic 3 Extra. All games are Genesis Perfect, with no loading time, and 
slightly better sound effects. 

Also included in the package are scanned in images of some Sonic Artwork, as 
well as the original CG demo that would have been used for Sonic 3D Blast 
and Sonic Extreme. 

The bonus section on the disc shows off a 3D arena where Sonic can run 
around it, race, and visit the little buildings where the pictures, music 
soundtracks, and other tidbits are hiding. 

While the game is one of the harder to find ones, with today’s used market, 
you'd probably save some money by buying the Genesis versions, which are 
easier to geta hold of than the Saturn disc. Sonic’s still a great game after 


all this time. 


| Interplay | Cyr 14-2 


It was bound to happen. The fighting genre was bound to get hit with a parody. 
Luckily, it was a decent game as well as a decent laugh. This battle of clay features 
eight blobs of goo who are battling it out to try to prove who's the King of the 
Circus. These comical fighters, such as Bad Mister Frosty (a snowman) and Blue 
Suede Goo (an Elvis impersonator), all have a different style that they incorporate 
into their various attacks. For example, Blob, who is a blob of clay, can morph into 
things such as a saw blade and a hammer in order to attack. However, while it 
sounds good, the gameplay is somewhat blocky and it can be difficult to get a 
special move off sometimes. The music, while nothing to write home about, is 
fitting to the game and adds a nice background. The sound effects, on the other 
hand, are half the fun of the battles sometimes. Use Blue Suede Goo and hear 
some pretty funny one-liners from him about his hair. The graphics are decent, with 
lots of color, but the animation leaves something to be desired. Of course, one of 
my favorite parts of the game would have to be the Clayfighters theme song. 


** out of 4 


OLD SOO 


Silver 


Another fun-filled month of mayhem at the keyboard of Silver! Time has been 
slim due to this thing they call school. That and | broke down and added a 

| PSX to my collection.....which was dumb. | paid $85 for a used system just a 
couple weeks before the price drops to $99 for a new system. Curses, | 

| thought that drop wasn’t going to hit until around the Dreamcast’s launch. 

| Well, it’s all done with now, it can’t be helped. And even better, right 

| after | get it, the video store ! work for tells me | can’t rent games for 

| free any more. Life is grand, eh? Aside from that, it’s classics ahoy! | was 

| going to review all Sega games to honor the launch of the Dreamcast in the 

_ US, but I think I'll save that for next month. For now, my children, bask in 


: the sunlight of the Old School, and | shall return! 


Square hit their high point on the SNES with this game, if you ask me. It 
was just the refreshingly new and different RPG that | had been lusting 
for. The game follows the adventure of Chrono, a boy from a small town 
that is celebrating it’s millennial fair at the time. The game takes the boy 
and his companions that he meets along the way on a quest across time 
to the end of time, the stone ages, and to the end of the planet. The 
graphics are top notch, and the game features some pretty cool in-battle 
effects for spells, dual attacks, or just background graphics. However, the 
| best part of the game would have to be the multiple endings. Change a 
few things each time you play through the game, and you could end up 
going into a total different and new area, and get a completely different 

= ending, ranging from humorous to sad. The music is also another point of 
= this game that stands out like a sore thumb. The genius of the soundtrack 
is used to it’s utmost ability in the game. In fact, | think everyone should 
buy either the 3 CD OST or the Jazzed-up Brink of Time. Overall, it's a 


stroke of genius from Square. **** out of 4 


The Kung Fu of the TurboGrafx-16. You all remember that classic hit Kung Fu, 
right? Beat Mr. X and save the girl? Well, take the characters and make them 
about 10 times bigger, add some graphic variety, and that’s just about it for 
China Warrior. Ok, so there is more to it than that, the game has some new 
things like health power-ups. But the game is still a very simple 
punch-and-kick game in the vein of Vigilante and Kung Fu, only with huge, 
blocky characters and choppy animation. It is a great game to take stills 

from and compare the sprite size to most other 16-bit games, though, which is 
what NEC used it for. The graphics are colorful, the music repetitive, and 

| the control frustrating as hell, but it’s still a requirement of any 

TurboGrafx-16 owner. Just one of those games that you have to have. But don't 
| expect to get too addicted to it. 


Nintendo stretches it SNES into the racing realm and scores a good score with 
Super Mario Kart. Though I’m not usually a big fan of racing games, my friend 
convinced me to give it a try, and | quickly found that it wasn’t quite just 

a racing game. Choose to race against other computer players in the Grand 
Prix, or go head-to-head in the battle mode. In either mode, you can collect 

a variety of items to either boost your status, or degrade your enemies’. 
Where the real fun is is in the multiplayer games. Though limited to only 2 
players, that hardly limits the fun. The graphics are definitely some of the 
better SNES graphics I've seen, with smooth rotating and scaling of the 
courses. The music is very poppy and high-quality, very worthy of the rest of 
the game. And because of the secrets, this cart also has a quite high replay 
value. A very good choice for any SNES owner. 


*** out of 4 


CLASSICS 


Cap’n Atari ia. ar 


| new card games, two of which were old Atari games 
(Frogger and Centipede). Wait, Atari games made into 
card games?? How did they get the cool beeps and 
music into the box, or how does the joystick work with 
the cards. Do | have to blow on the cards and the table 
if it isn’t playing right? Then it dawned on me. The T- 
shirts, the card games, the new handheld games, the 
keychain handheld games, the Playstation collections, 
| the computer 2600 games, they weren't part of some 
kind of new marketing scheme for Atari (after all there’re 
gone! Even though the new Gauntlet game is technically 
__ Awhile back | was wandering around downtown atari). These are all a part to cash in on the kampyness 
Chicago with some of my friends when they wanted to _(if that’s even a word) and retro look that is Atari. 
go into a hip, trendy, clothing apparel shop. |, deciding —_ Nevermind the fact that kids are wearing shirts of 
not to remain outside, went in with them. After browsing games we (that is all of us about 22 or older) were 
around for a while | noticed a shirt that struck my eye playing 15 years ago when we were kids. Why cash in 
and appealed to me. It was a dark blue T-shirt with on Atari? | think because nowadays kids are used to 
white around the collar and at the ends of the sleeves. real-life looking graphics. They look at what we played 
What made it appeal so much to me though was the and laugh and think it’s “cool” to have simple graphics. 
fact that it had a very large white Atari logo on the front. Companies are using the oid popular Atari names to get 
Wow, | thought to myself, how cool that they make a our generation to buy their card games or handheld 
shirt with the Atari logo on it. If that wasn’t enough | games on the simple premise of us going; “hey | 
noticed next to it a black shirt with a screen shot of remember playing that!” If we like it or not Atari has 
space invaders on it. Well, that’s also cool | thought to now made its way into our pop culture and will be here 


myself. | thought nothing of the fact that these shirts to stay, at least for a while, or until it becomes cool to 
even existed if not for one day at work. The store | say, “Hey | remember playing the Dreamcast! Is that the 


worked at was the kind of store that attracts the younger = |ggo on your shirt?” Fe 
generation with black lights and hippie door beads and 
iron on patches, that is to say a lot of retro stuff. One Well there ya go... my take on Atari in our 


day a young customer walked in with one of these Atari culture. See if you notice more Atari things next time 
shirts on. | inquired where they got it and was told you go out. Join us next issue when we'll finally be 
through a catalog. That made me think. There must now reviewing some more great Atari games. | would also 
be two places that are selling these shirts. Now the only —_ jike to congratulate Jason editor and producer of Game 
thing that bothered me about this situation was the fact Rave on this anniversary of the mag. | have enjoyed 
that this customer was definitely too young to have writing this article that | hope all of you like reading it 


experienced Atari the first time around. | thought to and keep Game Rave going for a long time. Congrats 
myself, well that customer must have played Namco's Jason! 


museum collection or something of the sort to know 
what was on the shirt, or at least | hoped. Then | began Be Seeing You, 
to notice something else. We had just gotten in some Capt’n Atari 


Riclkceel BroderBund |=. $64 
DD’s is one of the rarer and hard to find Nintendo games. 
You hand pick your ten player team from over 50 possible 
characters, choose your field from 6 possible, each having 
their own rules. Games are 7 innings long, and you can 
substitute players during the game. The games graphics 
aren't that great, but than it doesn’t have to be. The fun 
factor is quite high on this game. There’s plenty of home 
runs, lots of interesting little details, like the witch using 
her broom to bat, and the variety in fields make this an 
instant keeper. While copies of this game have sold on 
EBAY for up to $60, | was lucky enough to get mine at a 
flea market for $5. If you can find it, scoop it up. It’s one 
off the true ‘classic’ classics. Dangerboy 


Welcome back fellow gamers! This issue’s gonna be a bit 
different due to the anniversary of Game Rave!! (Also due to 
the fact | just moved into my new apt. at college and forgot to 
bring most of my Game Rave Atari stuff, Dough!) There 
won't be any reviews this issue because | would like to talk 
about something | have noticed in the past couple of months. 
So before reading | wouid like you to keep in mind pop 
culture in the past say 5 years or so. Alrighty then? Good 
let’s begin... 


VL 
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CODE: 


Giant Gram: All Japan Pro 


Wrestling 2 in Nippon Budokan 
Play as Diablo, Grace, and Tiger: 


Successfully complete tournament 
mode to face one of the hidden 
wrestlers in a match. Defeat that 
wrestler to unlock that character as 
selectable. Save the game and 
repeat tournament mode to face the 
next hidden wrestler. 


Play as Hyper: 

Successfully complete tournament 
mode as all fifteen normal and three 
hidden wrestlers. 


Alternate Virtua Fighter costumes: 
Highlight Wolf, Jeffry, or Kage at the 
character selection screen. Then 
hold R and press A to enable their 
Virtua Fighter 3tb two player mode 
costumes. 


Alternate camera views: 
Press L or R while in watch mode to 
choose new camera angles. 


Street Fighter Alpha(Zero) 3 
Fight as Super Gouki: 


Highlight Gouki at the character 
selection screen. Then hold Start 
and press A. 


Fight as Super Vega: 
Select arcade, training, or versus 
mode. Highlight Vega at the 
character selection screen, then 
hold Start and press A. 


Soul Calibur 
Bonus characters and stages: 
Successfully complete the game 
with each of the standard 
characters to unlock a new 
character or stage. The final 
character to be unlocked is Edge 
Master. 


Arcade mode: 

Successfully complete the game, 
including the bonus stages, with 
every character. 


Alternate costumes: 
Press Y while choosing a fighter 
at the character selection screen. 
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Mission battle bonuses: 
Successfully complete all the 
missions to unlock the hidden 
art in the museum and a third 
costume for Sophitia, Voldo, 
Siegfried, Maxi, and Xianghua 
by pressing Y + A while 
selecting one of those charac- 
ters. Completing all mission 
battles will unlock various 
museum options such as 
exhibition theater, opening 
direction (change the introduc- 
tion), and character profiles. An 
"Extra Survival" mode will also 
be unlocked at the main screen. 


Extra weapons: 

Unlock Edge Master and 
successfully complete all 
mission battles. Hold L when 
selecting a fighter on the 
character selection screen for 
extra weapons. 


_ Fight as Unknown Soul: 

- Unlock Edge Master. Then, hold 
-R when selecting a fighter at 

_ the character selection screen 

- to choose the “see through" 

- Unknown Soul version. 


- Fight as Inferno: 
- Unlock all the characters, 
_ stages, and extra bonuses that 


are awarded by playing the 
game in arcade mode and 
mission mode. Get every - 
picture in the mission mode. 
When this is accomplished, 
return to the arcade mode, and 
select Xianghua and her third 
outfit by pressing Y + A. If 
desired, the game may be set 
to one round and the easy 
difficulty. Play through and 
complete the game with her. 
After the credits complete, a 
new soul (Inferno) will appear to 
the right of Edge Master. He 
randomly switches weapons like 
Edge Master, but has some 
moves of his own that can be 
done with any weapon. 


Change replay focus: 

Normally, the replay camera will 
focus on the winner of the 
match. Press B to change the 
focus to the losing character. 


Metal Slug First Mission 
Level select: 

Successfully complete the game 
to unlock the “S-Continue” 
option that allows any level to be 
played again. 


| Alternate female character: 
Successfully complete the game 
to unlock an alternate version of 
the femaie character. 


Play Boss: 
Successfully complete the game 
with a devil class rank under the 
very hard difficulty setting. The 
last Boss will be playable, with 
unlimited hit points but limited 

| ammunition. 


| Hint: Super jump: 

Jump on an opponent’s head 
and immediately jump again to 
jump higher than normal 


Fight as Zankuro: 


Highlight the “Random Select” 
icon at the character selection 
screen and press Down(2), 
Up(2), Down, Up(2) . Zankuro 
will appear below the “Random 
Select” icon. 


Fight as Shiki: 

Highlight the “Random Select” 
icon at the character selection 
screen and press Up(2), 
Down(2), Up, Down(2). Shiki will 
appear above the “Random 
Select” icon. 


Neo Pocket Professional 
Baseball 

Bonus teams: 
Win sixty games in pennant race 
mode to unlock two bonus 
teams 
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Plays ration 


WWF: Attitude 

Random wrestler: 

Press R1 at the character selection 
screen. 


"Teen" or "Bleeped"” to hear intros from 
HHH, Road Dogg, and Billy Gunn. This 

will also result in Chyna appearing to No 
Chance in Hell instead of the DX music. 


or War Matches: 


int: 3-on-1 
The best strategy to use is to dive in 
and out of the ring. Press R2 to run, and 


then press L2 to quickly slide out. 


Career mode bonuses: 

Select a wrestler and win the WWF 
title in career mode to unlock all 
hidden wrestlers, and unlock other 
bonuses, such as Ego Mode, 
Squeaky Mode, Big Heads, Bleep 
Mode, additional costumes and 
others. A new feature will be 
awarded for each PPV victory or 
title. 


Hint: Tag team moves: 

In a 2-on-1or tag match, when your 
opponent is dazed, you and a partner 
can both press Tieup facing the dizzy 
CPU wrestler to execute a double team 
move: 


Double Powerbomb: Front and back of 
CPU wrestler 

Double Supplex: Both in front of CPU 
wrestler 

Double Legsplitter: Both at legs of CPU 
wrestler on ground 

Information in this section was 
contributed by Colin Durfee. 

To eliminate your opponent in Royal 
Rumbie when they are dazed on their 
feet, press Left, Left, Block to pick them 
up. Then, walk to the ropes and press 
Tieup. If you are behind a dazed 
opponent, you can use the Atomic Drop 
Whip, which is Left, Left, Block. 


Squeaky Mode 
Wrestler voices sound squeaky and 
fast. 


Extra Attributes 
Gives three extra attributes points 
toward your created character. 


Big Heads 
Gives the wrestiers big heads. 


Ego Mode 

When the crowd is chanting the 
wrestler's name, their head will 
inflate. 
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Call-in: 

Hold X and press R1 during a tag team 
match to call your partner into the ring 
without having to tag him. 


New Custom Stuff 
More clothes and selections in 
creation mode. 


Beep Mode 

Unlock “Bleeped Out" option on the 
language menu under utilities. 
Enable that option to bleep out all 
foul language. 

Alternate costumes: 


Glitch: Stuck in a pin: 

This may occur in a three-way and four- 
way match if your wrestler goes for the 
pin, and your opponent kicks out at the 
same time that another wrestler tries to 
break up the pin. Your wrestler and your 
opponents will become stuck in the pin 
position. Your opponents will still try to 
hit your wrestler, and all characters will 
not be able to get up. 


Hold L1, L2, or R2 and press X 
while a wrestler is highlighted at the 
character selection screen. The 
additional costumes are as follows: 


Glitch: Phantom Bronco Buster: 
Perform the Bronco Buster move using 
X-pac. After kicking your opponent 
down and they get back up, X-pac will 
continue to do the Bronco Buster at 
nothing. 


Reveal moves: 

To learn the finishers or any other 
move for a wrestler, enter creation 
mode and select his or her move 
set. Then, go to edit to learn how to 
do any of their moves. Also, pause 
game play when in the ring and go 
to movelist. The game will display 
all moves that can be done at the 
appropriate time, such as all the 
Tieup moves, etc. 


Glitch: Phantom Shattered Dreams: 

It is possible to perform another 
Shattered Dreams move even after your 
opponent has left the corner. To do this, 
perform the Shattered Dreams then 
quickly enter the combo again while 
your opponent falls from the corner. 
Goldust will execute the Shattered 


Hint: Hearing the intros: 

Not all wrestlers will speak during 

their intros under the “Everybody” 

language option. Set that option to 
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Dreams at nothing. 


Evil Zone 


Character biographies and gallery mode: 
Successfully complete the game under story mode. 


Narrator mode in extra options: 
Successfully complete the game under one player mode. 


Congratulations mode in extra options: 

Successfully complete all game modes using all characters. 
Use the "Congratulations" selection in the extra options to 
view a special FMV sequence. 


Bonus stage and fight as Bosses: 
Successfully complete story mode with at least three 
different characters. 


Alternate costumes: 

Successfully complete the game as any character to unlock 
their alternate costumes in versus mode or single player 
battle mode. 


Fight as lhadurca: 
Successfully complete story mode as Setsuna. 


Fight as Boss and bonus stage: 
Successfully complete story mode with three different 
fighters. 


Extra winning poses: 
New winning poses are unlocked for each character 
defeated in story mode. 


Echo Night 
Version Game Shark 


1 Freeze Timer 


11 Slot 8 801BECO00 00?? 

12 Slot 9 801BEC08 00?? 

13 Slot 10 801BEC10 00?? 
14 Slot 11 801BEC18 00?? 
15 Slot 12 801BEC20 00°? 
16 Slot 13 801BEC28 00?? 
17 Slot 14 801BEC30 00?? 
18 Slot 15 801BEC38 00°? 


| 26 Slot 23 801BEC78 00?? 
| 27 Slot 24 801BEC80 00?? 
| 28 Slot 25 801BEC88 00?? 


| Item Modifier Codes 
| 01 - Metal Handle 

| 02 - Brass Key 

| 03 - Red Book 

4 - Holy Water 

5 - Small Key 

6 - Wire Cutter 
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Codes Made & Tested on 3.1 


Quantity Digits to Accompany 


O07 - Invitation Letter 
08 - Iron Key 

O09 - Sailor Medal A 
OA - Sailor Medal B 
OB - Sailor Medal C 
OC - Sailor Medal D 
OD - Broken Stone 
OE - Blue Stone Piece 
OF - Winding Key 

10 - Glass 

11 - Curing Potion 

12 - Wire 

13 - Athlete’s Foot Bot 
14 - Rubber Gloves 
15 - Dress Suit 

16 - Astral Piece 

17 - Flying Fish Plate 
18 - Record 

19 - Knife 

1A - Comet Book 

1B - Film 

1C - Crown Piece 

1D - Old Book 

1E - Prescription 

1F - Eye of A Sea Fish 
20 - Gear 

21 - Water Leaf Plate 
22 - Forest Fire Plate 
23 - Fire Bird Plate 
24 - Claim Ticket 

25 - Kitchen Key 

26 - Crank 


27 - Sailor's Documents 


28 - Engabement Ring 
29 - Bullet 

2A - Earring 

2B - Music Box 

2C - Valve 

2D - Piston Key 

Z2E - Engine Room Key 
2F - Old Picture 

30 - Blue Stone 

31 - Clock Key 

32 - Claudia’s Doll 

33 - Antidote 

34 - Cabinet Key 

35 - Pendant 

36 - Cameo 
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PlayStation 


Note 1: With this code, it will say 
that you only took one step for the 
entire game. 


Croc 2 
Codes Made & Tested on 3.1 
Version Game Shark 


1 Infinite Lives 
80076AC0 0009 


2 Max Lives 
80076ABC 0009 


3 Max Crystals 
DO0076B4C 0000 
80076B4C 0063 


4 Max Swap Meet Pete Card 
800/76AC4 270F 


5 Always Have Magic Eye 
Zoomers 
800/76B78 0002 


6 Always Have Key 
80076B54 0001 


SHARK LIVE 
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Dragon Ball GT - 
Final Bout 

Codes Made & Tested on 1.99 
Version Game Shark 


1 Infinite Life Meter Player 1 
80072840 0880 


2 Infinite Life Meter Player 2 
800728BC 0880 


3 Infinite Power Meter Player 1 
80073270 0000 


4 Infinite Power Meter Player 2 
80073272 0000 


5 Enable All Blocks [Build-Up 
Mode] 
8003BC/7C 0107 


6 Secret Characters 
8003BCC4 FFFF 
8003BCC6 FFFF 
DOO5686C 0180 
8003BCA4 0011 
DOO5686C 0180 
8003BCA6 0011 


7 Quick Level Up 
8003B860 0001 
8003B864 0400 


Note 1: For Access to Super 
Baby hold Select while pushing 
Square. 


| PlayStation 


Guitar Freaks 
Codes Made & Tested on 2.4 
Version Game Shark 


1E Enable Code (Must Be On) 
D001654E 1040 
8001654E 1000 


1 P1 Never Game Over 
80102C88 2710 


2 P2 Never Game Over 
80102C8C 2710 


3 Open Secret Mode - Edit - 
300FB454 0001 


4 All Songs In The “Free” Mode 
800FB45C FFFF 
800FB45E FFFF 
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Fatal Fury Wild Ambition 


Codes Made & Tested on 2.4 
Version Game Shark 


1 Infinite Time 
800AC994 114E 


2 Infinite Health P'1 
800AD7EE 0170 


3 Infinite Health P2 
SOOAFOOE 0170 


A Infinite Health P1 (Special Status) 
800AD7EE 0070 
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5 Infinite Health P2 (Special 
Status) 
| 800AFOOE 0070 


| 6 Infinite Power P1 
800AD820 0030 


/ Infinite Power P2 
| SOOAFO040 0030 


8 Use Secret Character 
300ACA7E 0003 


spyro The Dragon 


Codes Made & Tested on 2.3 
Version Game Shark 


1 Infinite Lives 
8007582C 0009 


2 Infinite Health 
80078BBC 0003 


3 Moon Jump 
D0077380 0040 
80078AD8 0000 


4 Always Have Key 
80075830 0001 


5 Have All Dragon Eggs 
80075810 000C 


6 Have Over 65,000 Jewels 
80075860 FFFF 


7 Infinite Time On Flying Levels 
80075840 053C 
80075908 053C 


8 Always Have Super Flame 
Breath 
80078768 02DA 


9 Overall Have Freed All Dragons 
80075750 0045 


10 Have All 8 Rings in Flight 
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80078630 0008 
11 Have All 8 Chests in Flight 
80078634 0008 
12 Have All 8 Arches in Flight 
80078638 0008 
13 Have All 8 Lights in Flight 
8007863C 0008 

| Point Blank 2 
Codes Made & Tested on 3.0 


Version Game Shark 

Point Blank Castle Mode Codes 
1 P1 Infinite Lives 

800BD4E8 0003 


2 P2 Infinite Lives 


| 8SOOBD4EA 0009 


| Theme Park Mode Codes 


3 Infinite Lives 
800A8D48 0009 


4 Super Bullet Train-Max Targets 
Hit 

DOOB30BC 0000 

800B30BC OFFF 


5 Cosmic Drive-Max Targets Hit 
D00B3248 0000 
800B3248 0063 


6 Abyss Tours-Max Targets Hit 
DOOA8F12 0000 
800A8F 12 0063 


7 Haunted House-infinite Time 
800B263C 012C 


CANE 


Marto Golf 


You Need a 2.41 or Higher Shark to 


Use Tnese Codes. No Ifs And’s Or 


But’s About It, You Absolutely Have 


To Have A GameShark Pro Version 
2.41 or Higher For Nintendo 64 To 
Use These Codes!!! 


Codes Made & Tested on 3.0 Version 


Game Shark 


1E Enable Code (Must Be On) 
F10B1670 2400 


1 Always Zero Strokes Taken P11 
801B/71F3 0000 


2 Max Gold Mario Badges P11 
800C545B 0063 


P1 Stats Modifier Codes 

3 All Holes Strokes Taken Equal 0 
50001202 0000 

801B71FB 0000 


4 All Holes Strokes Taken Equal 0 
50001202 0000 
801B/1FC 0000 


5 1st Hole Strokes Taken Modifier 
801B/71FB 00?? 


6 1st Hole Putts Taken Modifier 
801B/1FC 00?? 


7 2nd Hole Strokes Taken Modifier 
801B71FD 00?? 


8 2nd Hole Putts Taken Modifier 
801B71FE 00?? 


9 3rd Hole Strokes Taken Modifier 
801B71FF 00?? 


10 3rd Hole Putts Taken Modifier 
801B7200 00?? 


11 4th Hole Strokes Taken Modifier 
801B7201 00°? 


12 4th Hole Putts Taken Modifier 
801B/7202 00?? 


13 5th Hole Strokes Taken Modifier 
801B7203 00?? 


14 5th Hole Putts Taken Modifier 
801B7204 00?? 


15 6th Hole Strokes Taken Modifier 
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801B/205 002? 


16 6th Hole Putts Taken Modifier 
801B/206 0077 


17 7th Hole Strokes Taken Modifier 
801B/7207 0077 


18 7th Hole Putts Taken Modifier 
801B7208 0077? 


19 8th Hole Strokes Taken Modifier 
801B/7209 0077? 


20 8th Hole Putts Taken Modifier 
801B720A 00?? 


21 9th Hole Strokes Taken Modifier 
801B/720B 00?? 


22 9th Hole Putts Taken Modifier 
801B720C 007? 


23 10th Hole Strokes Taken Modifier 
801B/720D 00?? 


24 10th Hole Putts Taken Modifier 
801B720E 00?7? 

25 11th Hole Strokes Taken Modifier 
801B/20F 00?? 


26 11th Hole Putts Taken Modifier 
801B7210 0077? 


27 12th Hole Strokes Taken Modifier 
801B7211 007? 


28 12th Hole Putts Taken Modifier 
801B7212 007? 


29 13th Hole Strokes Taken Modifier 
801B7213 007? 


30 13th Hole Putts Taken Modifier 
801B/214 0077? 


31 14th Hole Strokes Taken Modifier 
801B7215 007? 


32 14th Hole Putts Taken Modifier 
801B/216 00?? 


33 15th Hole Strokes Taken Modifier 
01B/7217 0077 


MINTEN 


34 15th Hole Putts Taken Modifier 
801B7218 00?? 


35 16th Hole Strokes Taken Modifier 
801B7219 00?? 


36 16th Hole Putts Taken Modifier 
801B721A 007? 


37 17th Hole Strokes Taken Modifier 
801B721B 00?? 


38 17th Hole Putts Taken Modifier 
801B/721C 007? 


39 18th Hole Strokes Taken Modifier 
801B/21D 007? 


40 18th Hole Putts Taken Modifier 
801B721E 00?? 


More Misc. Codes 

41 Have All Characters 
50000E02 0001 
810C28E4 0000 


42 Have Plum 
810C28E4 0000 


43 Have Peach 


4 


44 Have Luigi 
810C28E8 0004 


45 Have Sonny 
810C28EA 0006 


46 Have Harry 
810C28EC 0008 


47 Have Maple 
810C28EE 000A 


48 Have Bowser 
810C28F0 000C 


49 Have Charlie 
810C28F2 0001 


50 Have Baby Mario 
810C28F4 0003 


51 Have Yoshi 
810C28F6 0005 


52 Have Wario 
810C28F8 0007 


53 Have Mario 
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810C28FA 0009 Banjo Kazoote 


Version 17.1 | 


54 Have DK 
810C28FC O000B 


You Need a 1.08 or Higher Shark to Use 
These Codes 


55 Have Metai Mario 
810C28FE 000D 


Codes Made & Tested on 2.2 Version 
Game Shark 


56 Have ?? 
81002900 OO0E 

1E Enable Code (Must Be On) 
57 Have ?? DE000400 0000 


8124B728 1000 
812864E4 1000 
812D2E00 2400 


810C2902 OOOF 


58 Have ?? 
810C2904 0010 

1 Infinite Lives 
59 Have ?? 803851AB 0009 


810C2906 0011 


2 Infinite Health 
$03851A3 0008 


3 Infinite Air 
813851AE OE10 


4 Max Health Available 
803851A7 0008 


5 Infinite Mumbo Tokens 
80385 1E7 0063 


6 Infinite Jiggy’s 
80385 1EB 0063 


7 Infinite Notes 
80385183 0063 


8 Infinite Eggs 
80385187 0063 


9 Infinite Red Feathers 
8038518F 0063 


10 Infinite Golden Feathers 
80385193 0063 


11 Have All Jinjos 
8038519B 0010 


12 Time Always 0:00:08 
8138524C 4100 


13 L Button For Moon Jump [Note 1] 
D02804C9 0020 
8137B6BC 43E0 


Note 1: With this code, you need to 
press and hold the “L’ button to rise up 
in the air, and then let go when you are 


at your desired height to fall. 


2 Press L For Low Timer (Everyone) 
D0014B35 0020 
811A671C 3E00 


3 Infinite Missiles (Upon Pickup) 
DO164BBF 0001 
801A6054 0009 


D11AS5SF2E OOFF 
801A5F2F 0002 


o Press L For Weapon Modifier 
D0014B35 0020 
811A6058 0000 
D0014B35 0020 
811A605A 0077 


6 Have Aztec Valley Track 
801256BF 0001 

7 Have Alphine Challenge Track 
801256DF 0001 


8 Have Death Trap Track 
801256FF 0001 


Quantity Digits to Accompany Weapon Modifier Code 


00 - Nitro 
01 - Hover Weapon 
02 - Lightning 

03 - ‘Blimp’ Missile 
04 - Spring 

05 - Diamond 

06 - Homing Missiles 
07 - Oil Slick 


Quake fi 


SHARK RAVE 


Monster Truck Madness G4 
Codes Made & Tested on 3.0 Version Game Shark 


4 No Laps To Race (Must Have GS 3.0 Or Higher) 


Codes Made & Tested on 3.0 Version Game Shark 


Access Conduits Codes 
1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 


Y Have Grenade Launcher 
8 Haye Rocket launcher 


9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Bio-Waste Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 
5 Have Machinegun 

6 Have Chaingun 


8124FF8A 03E7 
81271FA2 03E7 
80271FBB 0001 
80271FBC 0001 
80271FCO 0001 
80271FC4 0001 
80271FC8 0001 
80271FCC 0001 
80271FD0 0001 
80271FD4 0001 
80271FD8 0001 
81271FDE 03E7 
81271FE2 O03E/7 
81271FE6 O3E7 
81271FEA 03E7 
81271FEE 03E7 
81271FF2 O3E/ 


81268FFA O03E7 
8128B012 03E/ 
8028B02B 0001 
8028B02C 0001 
8028B030 0001 
8028B034 0001 
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7 Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Cargo Bay Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 

7 Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

1iHave BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Central Complex Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 

7 Have Grenade Launcher ~ 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Command Core Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 

7 Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 


8028B038 0001 
8028B03C 0001 
8028B040 0001 
8028B044 0001 
8028B048 0001 
8128B04E 03E7 
8128B052 03E7 
8128B056 03E7 
8128B05A 03E7 
8128B05E 03E7 
8128B062 03E7 


81259C5A 03E7 
812/7BC/2 03E7 
8027BC8B 0001 
802/7BC8C 0001 
8027BC90 0001 
8027BC94 0001 
8027BC98 0001 
8027BC9C 0001 
8027BCA0 0001 
8027BCA4 0001 
8027BCA8 0001 
8127BCAE 03E7 
8127BCB2 03E7 
8127BCB6 03E7 
8127BCBA 03E7 
8127BCBE 03E7 
8127BCC2 03E7 


81267C7A O03E7 
81289C92 03E7 
80289CAB 0001 
80289CAC 0001 
80289CB0 0001 
80289CB4 0001 
80289CB8 0001 
80289CBC 0001 
80289CC0 0001 
80289CC4 0001 
80289CC8 0001 
81289CCE 03E7 
81289CD2 03E7 
81289CD6 03E7 
81289CDA 03E7 
81289CDE 03E7 
81289CE2 03E7 


81227A8A 03E7 
81249AA2 03E7 
80249ABB 0001 
80249ABC 0001 
80249AC0 0001 
80249AC4 0001 
80249AC8 0001 
80249ACC 0001 
80249AD0 0001 
80249AD4 0001 
80249AD8 0001 
81249ADE 03E7 
81249AE2 03E7 
81249AE6 03E7 
81249AEA 03E7 


16 Infinite Rail Gun Ammo 
17 Infinite Grenade Launcher Ammo 


Communications Center Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 

¢ Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Descent To Core Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

2 Have Machinegun 

6 Have Chaingun 

7? Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 Infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Detention Center Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

S Have Machinegun 

6 Have Chaingun 

¢ Have Grenade Launcher 

8 Have Rocket Launcher 

9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 

12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 

16 infinite Rail Gun Ammo 

17 Infinite Grenade Launcher Ammo 


Docking Station Codes 

1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

S Have Machinegun 

6 Have Chaingun 

7 Have Grenade Launcher 


SHARK RAV. 


81249AEE 03E7 
81249AF2 03E7 


81247FO0A 03E7 
81269F22 O3E7 
80269F3B 0001 
80269F3C 0001 
80269F 40 0001 
80269F 44 0001 
80269F 48 0001 
80269F 4C 0001 
80269F50 0001 
80269F54 0001 
80269F58 0001 
81269F5E 03E7 
81269F62 03E7 
81269F66 03E7 
81269F6A O03E7 
81269F6E 03E7 
81269F 72 03E7 


8124314A 03E7 
81265162 03E7 
8026517B 0001 
8026517C 0001 
80265180 0001 
80265184 0001 
80265188 0001 
8026518C 0001 
80265190 0001 
80265194 0001 
80265198 0001 
8126519E O3E/ 
812651A2 O3E7 
812651A6 03E7 
812651AA 03E7 
812651AE 03E7 
812651B2 03E7 


8125DFDA O3E7 
8127FFF2 03E7 
8028000B 0001 
8028000C 0001 
80280010 0001 
80280014 0001 
80280018 0001 
8028001C 0001 
80280020 0001 
80280024 0001 
80280028 0001 
8128002E O3E/ 
81280032 03E7 
81280036 03E7 
8128003A 03E7 
8128003E O03E7 
81280042 03E7 


8125B20A 03E7 
8127D222 03E7 
8027D23B 0001 
8027D23C 0001 
8027D240 0001 
8027D244 0001 
8027D248 0001 


www.cmgsccc.com 


8 Have Rocket Launcher 
9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 


NINTENDO” 


12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 


16 Infinite Rail Gun Ammo 


17 Infinite Grenade Launcher Ammo 


Geothermal Station Codes 
1 Infinite Health 

2 Infinite Armor 

3 Have Shotgun 

4 Have Super Shotgun 

5 Have Machinegun 

6 Have Chaingun 

7 Have Grenade Launcher 
8 Have Rocket Launcher 
9 Have HyperBlaster 

10 Have Rail Gun 

11 Have BFG10K 


12 Infinite Shotgun & Shotgun Ammo 

13 Infinite Machinegun & Chaingun Ammo 
14 Infinite HyperBlaster & BFG10K Ammo 
15 Infinite Rocket Launcher Ammo 


16 Infinite Rail Gun Ammo 


17 Infinite Grenade Launcher Ammo 
Shadowman 


Codes Tested on 3.0 Game Shark 


1 Press L To Levitate 
DOO58F35 0020 
81075578 4130 


2 Infinite Health 
81075B18 0000 
81075B1A 2710 


3 Max Health 
81075B14 0000 
81075B16 2710 


4 Infinite Air 
81075B1C 0000 
81075B1E 2710 


5 Max Shadow Charge Level 
81075B20 0000 
81075B22 2710 


6 Max Shadow Charge 
81075B24 0000 
81075B26 2710 


7 Infinite Voodoo 
81075B28 0000 
81075B2A 2710 


8 Max Dark Souls Collected 
81075F48 0078 


9 Infinite MP-909 
81075B2E 0063 


10 Infinite Cadeaux 
81075B36 03E7 


8027D24C 0001 

8027D250 0001 
8027D254 0001 
8027D258 0001 
8127D25E O3E7 
8127D262 03E7 
8127D266 03E7 
8127D26A O03E/ 
8127D26E 03E/ 
8127D2/72 O3E7 


8125624A 03E7 
81278262 O3E/ 
8027827B 0001 
8027827C 0001 
80278280 0001 
80278284 0001 
80278288 0001 
8027828C 0001 
80278290 0001 
80278294 0001 
80278298 0001 
8127829E 03E7 
812782A2 O3E/ 
812782A6 O3E/ 
812782AA O3E/ 
812782AE 03E7 
812782B2 O3E/ 


11 Infinite Violator 


81075B32 03E7 


12 Infinite Bullets 


81075B3A 03E7 


13 Health Meter 
Screen 

81075B10 0000 
81075B12 OOFF 


Displayed On 


14 Health Meter Not Displayed On 


Screen 
81075B10 0000 
81075B12 0000 


15 Have Nettie's 
This Normally) 

81030630 0000 
81030632 100B 


File (You Start With 


16 Have The Prophecy 


81030650 0016 
81030652 130B 


17 Have Jack's Diary 


81030670 0018 
81030672 150B 


18 Have Book Of Shadows 


81030690 0004 
81030692 030B 


19 Have Luke's Teddy Bear 


810306B0 001D 
810306B2 180B 


| GAME RAVE ISSUE #1 
VOLUME 1 (TRIAL) 
AUGUST 1997 


* | Size: 20 Pages 
| Staff: 3 

Number of Games Reviewed: 8 

Number of Sections: 5 

Number of Systems Covered: 4 

Number of Code Pages: 0 

Company Support: None 

Number of Issues in Circulation: 120 


An, | remember it like it was yester- 
day. The hours spent in learning how to 
correctly book make all the issues by hand 
on the xerox machines at Office Depot, 
learning how to use PageMaker for the first 
time, and all the cardboard displays we 
used to make from old UPS boxes, and the 
hand drawn covers we’d whip up hours 
before going to print. 

The original print run of 120 copies 
disappeared over two weeks time, and 
much to our surprise (neh), people liked it. 
We moved onto the second and third trial 
issues to make sure it had the staying 
power, and after watching both 2nd and 3rd 
Issues disappear in two days time, we knew 
we'd found a niche. 


RAVE FACTS: 

Game Wise 

-Final Fantasy Vii US is but one month away 
from launch. 

-Ace Combat 2 comes out. 

-Sega’s Manx TT comes home, developed 
outside of Sega. 

-Street Fighter Iil is released to arcades. 
-Star Fox 64 come out in Japan with the all 
new Vibration Pack. 


News Wise: 

-Sony of Japan releases the Single Shock 
Analog controller. 

- Street Fighter Collections is announced. 
-Four Months Later Sega of America would 
cut 1/3rd of their work force. 


GAME RAVE (IASHFAK 


to 6. 


GAME RAVE ISSUE #8 
VOLUME 2 

AUGUST 1998 

Size: 24 Pages 

Staff: 9 

Number of Games Reviewed: 26 
Number of Sections: 9 (of possible 14) 
Number of Systems Covered: 6 

Number of Code Pages: 6 

Company Support: 4, plus 2 Web Sites 
Number of Issues in Circulation: 1100+ 


When our first birthday hit, the 
Dreamcast was three months away, Fina/ Fan- 
tasy Vill and Soul Reaver were both still in 
development, and the US Saturn was on it’s very 
last legs. The Dreamcast’s Godzilla VMS was 
already in our grubby little hands, with Sonic 
Adventure being nothing but a shot of Sonic’s 


| eyes. 


We also got our code sections started up 
(with Game Sages providing us with access to 
their code archives ) and we were using Game 


| Shark codes from Gamebusters: Playstation. 


Later on we would transfer to the Game Shark 
Code Creators Club and bump the codes pages 


There was also the distribution of special 


editions of the magazine given away at the 1998 


Anime Central and the 1998 ARISA conventions. 
The subscription plan also gets launches, 

as well as several new sections to the mag. 

RAVE FACTS: 

Game Wise 

-Street Fighter Aloha 3 hits the arcades. 

-Final Fantasy VIII sells 2.5 prebooks in 

Japan. 

-Mission: Impossible finally comes out on the 

N64 and flops like a fish out of water. 

-WWE Warzone hits the PSX 

-Treasure’s Radiant Silvergun gives Import 

Saturn sales a huge boost. 


News Wise: 

-Resident Evil 4 rumored to be on the 
Dreamcast (becomes Project: Veronica.). 
-Piracy with the Playstation Discs begins to 
grow more rapidly. 

-US Saturn merchandise begins the slow 
road to liquidation. 


BACK [SSUES 


Well, after cleaning up the Game Rave office, we’ ve stumbled 
upon some back issues that need good homes. These are all that 
are left of past issues, and once they are gone, they’re gone for 
good. Please note that there are only 3-6 copies left for each 
issue pictured. All prices include shipping, so just write your 
order on a sheet of paper with your name, address, and payment, 
and get your back issues today! 


Trail Issue #3 

Cost $1.00 

The final Trial Issue, this featured 
_|a look back at the 32x, the First 

| review of Final Fantasy VII, and 
|the only appearnce of the ill-fated 
jand never to be seen again Game 
| Rave comic, drawn by Dangerboy. 


March 1998, Vol. 2, Issue 3 
Cost $1.50 


This issue featured an article on all the 
coolest game stores and local arcades in 
the Chicago Area, as well as a cover 
story on e of Sega’s last US releases for 
the Saturn, Burning Rangers. There’s 
also Game Shark Codes for the PSX_X- 
Men, Bloody Roar, and Skull Monkeys. 
Cover illustration by Darkness. 


November 1998 (Error) V.2. Iss. 11 
Cost $2.00 


Due to printer error, the main article on the 
Christmas season was missing, and this version of 
the issue was pulled after about a week on stands. 
However, it does have Fonz’s killer King of 
Fighters 98 strategy guide, which will be 100% 
compatible with the Dreamcast’s KoF 99! There’s 
also the complete code guide to Marvel Super 
Heroes Vs Street Fighter on Saturn. Game Shark 
Codes for Armored Core: Project Phantasma are 


also in there. 


February 1999, Volume 3, Issue 2 
Cost $2.00 


The GR crew gets some additions, and Sega 
Rally 2, Silent Hill, and Final Fantasy VII 
Import get the cover story treatment. There’s also 
our first ever Music CD review section. The 
Codes section had all the Street Fighter Alpha 3 
codes as well as all of the Sega Rally 2 secrets. 


May 1999, Volume 3, Issue 5 

Cost $2.00 

Omega Boost gets the cover coverage, while we 
print the first run of all the Lock Out codes 
required to play the Japanese games with a Game 
Shark. Tons of codes fill the issue, from House 
of the Dead 2, R4: Ridge Racer 4, Legend of 

| Legaia, and more. 


amt emadeacspet ee 


_ WANT IN ON THE 
= FASTEST GROW- 


ieiomia | ING MONTHLY 
VANTASY Wi FANZINE? 
riya) CHECK OUT THE 
sen. “ BACK PAGE FOR 
| INFO ON HOW TO 
| SUBSCRIBE AND 
| SCORE SOME 


"FREE ISSUES! 
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“There is only one 
reason why you lost. 

One simple reason. 

You pissed me off.” 


PAR 


ee 


oe 
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-Jotaro Kujo 
(to the shattered 
corpse of Dio Brando) 


| FILL OUT COMPLETELY AND SEND IT IN WITH YOUR PAYMENT) | 
| NAME | 
, | 
| ADDRESS | 
| ADDRESS 2 : MERSVE | 
| ZIP CODE P ! 
| | 
| E-MAIL 1 
| MAIL TO: | 
| [ ]3 MONTH PLAN - $5.00 (SAVE $1) GAME RAVE . 
[ ]6MONTH PLAN - $10.00 (1 FREE ISSUE) 
| [ ]12 MONTH PLAN - $18.00 (3 FREE ISSUES) » SUBSCRIPTIONS | 
| [ JMONEY ORDER [ ]CHECK (#___ ) : 
I 
| | 
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